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d like to acknowledge that the graphics 
in GT3 are nowhere near the standard of 
this photograph. They're far better. 


[ PlayStat.on2/GT3 racing pack now available. 


www.uk.scee.com/qt3 




150 cars, all with faithful styling, handling, and sound effects! 
The most realistic racing game ever! Unbelievable graphics! 
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Special thanks this issue 

Mike Goldsmith, Mia Roberts, Steve Jarratt, Matt Williams 


"ABC/Easy as one-two-three.” So warbled Michael Jackson decades before he paid good 
money to look like Helena Bonham Carter in Planet Of The Apes. Sadly, Wacko Jacko never 
saw fit to sing the immortal line, "A-to-Z/Easy as one-to-twenty six,” or this introduction 
would be far less tenuous. You see, within these pages is an alphabet of PlayStation 2 
information - from Adventures to Zen - covering absolutely everything that matters to PS2 
and the videogame world as a whole. Want to know the best games available for the 
console? Turn to page 82 for On The Shelves, a rundown of the top ten titles you can buy. 
Interested in the biggest games arriving on PS2 soon? Course you are, and so are we, that’s 
why we've compiled a dozen of them in our In Development section starting on page 58, 
and scattered loads more sexy previews throughout the mag on pages like Football, Crime, 
War and Xtreme! 

The fun doesn't stop there. We’ve got histories of the most important developers in the 
games industry: Sega, Namco, Konami, Capcom, EA, LucasArts and SCEE. An in-depth look 
at blockbuster game series’ Gran Turismo, Metal Gear Solid and Final Fantasy. The most 
impressive arenas, fighting combos, weapons, tracks, vehicles and power-ups to.'be found in 
PS2 games. The greatest PS2 titles available in each gaming genre, the stinkers you should 
avoid and the Dark Horses that haven't been given the recognition they deserve. Plus, so 
much more cool stuff that it's taken us 132 pages to fit it all in. 

Read, absorb, read again and memorise all the knowledge we've gathered in the mag 
and you’ll be as clued-up as a gaming Inspector Morse. And if you disagree with any of our 
selections or think we’ve unforgivably overlooked an obvious A-Z entry then write in and tell 
us off. Go on, we love it in a kinky sort of way... 



LEE HART 

Acting Editor 

Favourite letter of the alphabet: M (for Man U and monkeys) 


THE TEAM 

“We re a man down! Cover me!” 


ALVIN WEETMAN 



This month, art maestro 
Alvin has been given full 
license to go absolutely 
crazy with his crayons and 
do all kinds of fancy art- 
type stuff. We hope you 
agree that the result is a 
sexy, distinctive mag that 
looks like no other. If you disagree, Alv will be 
round with his pasties catapult. 


Favourite letter of the alphabet: A (for ass) 
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Adventures The five best adventures on PS2 
Advertising Print and TV campaigns 
persuading you to part with your cash 
Arenas Glorious fighting and shooting 
arenas from DOA2 , Quake III and more 


Other magazines let you watch, only OPS2 
lets you play. PlayStation 2 Greatest Hits 
Volume 2 features four fantastic playable 
demos plus 10 video previews including 
The Making Of Gran Turismo 3. 


B PRGE EG 


Beat-’em-ups PS2’s top five fighting games 




Sky Odyssey 

Take to the skies in bi-planes and WWII fighters 
for some exciting aerobatic adventuring 

Le Mans 24 Hours 

Let the hours slip by playing this superb enduro 
racer One of the fastest driving games ever 

Rugby 

It’s a try and conversion for EA’s classy rugby 
sim. And no sign of fart-lighting, whatsoever 

Moto GP 

Burn up the track in Namco’s brilliant biker 
The most fun you can have on two wheels 

Plus! 10 videos 

Metal Gear Solid 2: Sons Of Liberty, Dropship, 
Jak And Daxter, WipEout Fusion, Extreme G-3, 
Crazy Taxi, World Rally Championship 2001, 
Giants: Citizen Kabuto, MDK2: Armageddon & 
The Making Of Gran Turismo 3 



C PRGE El-37 


Capcom A history of the beat-’em-up kings 
Characters The hardest, sexiest, scariest, 
coolest and craziest PS2 stars 
Codes Secrets unlocked without any work 
Coin-ops Arcade hits arriving in the home 
Combos PS2’s deadliest fighting moves 
Comics Games based on comics. Kapow! 
Crime Some of the foremost criminal 
masterminds casing the PS2 joint 



Dark Horses Ten great PS2 games that 
deserve a lot more recognition 
DVDs Sony’s black box isn’t just about 
games, it’s also about movies. Here we 
present ten of the best DVDs you can buy 


E PRGE <7 


Extras PS2 peripherals you can’t be without 



Final Fantasy The epic role-playing saga 
probed by our videogame wizards 
Football The beautiful game has never been 
better than this talented PS2 forward pairing 


G PRGE 50-51 


Gran Tiirismo A full MOT of the greatest 
series of driving simulations ever made 



Hardcore Expert tips for all the playable 
demos on our DVD 

Horror Scary games unleashed. Run away! 


I PRGE 5B-E< 


In Development Previews of a dozen of the 
best games coming to PS2 soon 
It’s In The Game! We take the field with 
sport and strategy experts, Electronic Arts 


J PRGE E5 


Japan The spiritual home of videogames 
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On The DVD P8 

A rundown of all 
the demos and 
videos featured on 
our packed DVD 

Competition pe 

Two lucky readers 
can win 12 month 
subscriptions to 
OPS2 magazine 

Next Month P127 

It’s a hints and tips 
extravaganza in the 
next Special 
Edition, out 16 Nov 

Subscribe P 12 B 

Subscribe to 
Official PlayStation 
2 Magazine and 
save some cash 






R PRGE 30-109 


m PHGE E9-7S 


5 PHGE 110-113 


Zen To most people it’s just a black box 
that plays great games. But look deeper and 
it's, like, way out there, man 


Tracks The most exciting courses on PS2 


Us & U The mags and readers that matter 


Vehicles Superb modes of PS2 transport 
Voice recognition You’re talking and the 
PS2 is listening. Voice Recognition gaming is 
just around the corner 


War On PS2, war’s never been so much fun 
Weapons An arsenal of gaming firepower 


Xtreme! Bodacious extreme sports hitting 
big air on the PS2 

Xmas list It’s set to be a bumper Christmas 
for PlayStation 2. This is what your list to 
Santa might end up looking like 


Yabasic Become a PS2 codemaster 


Namco A history of the coin-op kings 


Sega Now just a software giant but still 
responsible for some of the best games ever 
Shoot-‘em-ups PS2’s five sharpest shooters 
Sony A rundown of SCEE's developers 
Sports The top five sports stars on PS2 


Merchandise You’ve played the games now 
buy the toys. You know you want them... 
Metal Gear Solid We sneak up and 
investigate the legendary stealth series 
Moments Magic moments in PS2 gaming 
Music Get down with groovy game tunes 


Racing The five greatest racers on PS2 
Retro Old skool gaming and a trio of 
classics we’d love to see updated for PS2 
Reviews Sky Odyssey , Le Mans 24 Hours, 
Rugby and Moto GP all rated 


□ PHGE 81-91 


Konami A history from Frogger to M GS2 


L PHGE 67-EB 


Lara Croft The background to the game 
world’s most famous archaeologist 
LucasArts Games from the Jedi masters 


Online PS2’s online future explained 
On the shelves The ten greatest games 
currently available for PS2 
Oops! The awful games you should avoid 


PRGE S2-SE 


Power-ups Pick-ups that give an extra 
boost to the gaming experience 
PS2 The console’s past, present and future 
PSone The rise and rise of PlayStation 2’s 
older greyer brother 


PRGE 37 


Quotes & Queues Memorable soundbites 
plucked from the gaming ether and massive 
queues on PS2 launch days 


3 PHGE 126 


X PHGE 12<-12S 


T PHGE IK-116 


U PHGE 117 


V PHGE 118-120 























































































PlayStation 2 


PLRyRBLE DEfTlD DNE 


LE ITIRNE E< HDUR5 

Not quite 24 hours long but still a cracking demo. 

Publisher Infogrames Price £39.99 Players: 1 (1-2 in full game) 


onsidering it was conceived as a 
showcase for the then new-fangled head 
lamp, the Le Mans 24 Hours race has 
certainly come a long way since the chequered 
flag first dropped in 1923. Tearing along the finely 
judged line between driving sim and arcade racer 
Infogrames’ superb Le Mans 24 Hours captures 
the thrills, glamour and (should you opt for the real 
time mode) the pressure sores of this automotive 
equivalent of the marathon. But even if you prefer 
your Le Mans experience in bite sized chunks, you 
won’t fail to appreciate the unerringly accurate 
cars and tracks on offer. 

Fast and demanding this a refreshingly tactical 
experience that comes into its own as the light 
fades and darkness envelopes the track. And 
you’re still driving at 120 mph around a bend. You 
may never play for a straight 24 hours, but don't 
think you won’t feel every tense second tick by as 
you thread your way to the front of the pack and 
then onwards to victory. 

The demo 

We’re giving you the chance to drive one of a 



selection of six cars around the winding Suzuka 
East track over a three lap race. Once you’ve 
loaded the demo from the DVD title screen, select 
Quick Race - whereupon you’ll be whisked to the 
Race Set Up menu. Ignore the option to ‘Go Race’ 
for now and enter the set up options to choose 
your car You have a choice of two models each 
from the GT, Open Prototype and Closed Prototype 
classes. Once you’ve made your choice and 
selected either automatic or manual transmission, 
you'll be prompted to set difficulty levels for both 
you and the other drivers. Finish here, confirm the 
track selection (it’s the only option available), and 




you’re ready to race. Once you’ve finished tearing 
around the track you can press ® or wait for a 
short while to activate a replay of the race. The 
PS2 will reset after that, but you can play the 
demo as many times as you like. 


Controls 


Left Analogue Stick 

Steering 
(x) Accelerate 
® Change camera 
© Look behind 
© Brake 

<D Gear down (manual 
transmission) 
cb Gear up 


B 


PI RBRBLE BErilB TLLID 


SKy cmESEy 

Reach for the skies and prove yourself to be a flying ace. 

Publisher: SCEE Price: £39.99 Players: 1 


m hereas the vast majority of flight sims 
circle endlessly above the heads of most 
gamers, lacking the necessary fun factor 
and accessibility to make a great half hour games 
session a viable option, not so Sky Odyssey. There 
are no long haul snore-athons to Sydney here, and 
surprisingly no dog fights or bombing runs either. 

With a touch of Indiana Jones, a bulging 
hangar of unique planes and missions that test 
your mettle as a pilot and explorer in the harshest 
of conditions, Sky Odyssey makes flying itself the 
reason to play and huge fun as well. So whether 
you're dropping supplies in the snow wastes or 
refuelling from a moving train, this is an excellent 
way to top up on those air miles. 


The demo 

Our demo gives you the controls of one of three 
planes from the full game (a bi-plane, WW2 fighter 
or an experimental pulse jet), and invites you to fly 
through the winding canyons of Arcadie Island. 
Once you've selected the demo, follow the screen 
prompts (using the D-pad and ®) and choose 
Adventure. From here you can pick your plane and 
even customise its paint job and emblems. Select 
Begin Mission when you’re done. Then gem up on 
the mission and game background or, if you’re the 
impatient type, just highlight Begin. 

The demo gives you up to four minutes of 
flight and you can retry again and again without 
having to reset the PS2. Chocks away! 



Controls 


Left Analogue Stick 

Plane movement 
ST, Pause 

H Toggle between in¬ 
game viewpoints 
© Throttle up 
(x) Throttle down 
® Landing gear 
up/down 
m Rudder left 
on Rudder right 
aa Toggle on screen- 
map orientation 
cb Toggle on screen 
display 
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I feel the need, the need for speed... 

Publisher: SCEE Price: £44.99 Players: 1-2 


I f Gran Turismo: A-spec is the driving sim 
for lovers of wheel-at-each-corner style 
racing action, say hello to the peerless 
Moto GP and the most authentic bike racer 
currently on the market. Aside from meticulously- 
realised tracks and bikes, the game comes with 
speed, style and a finely-judged balance of arcade 
playability and simulation depth. This is a gaming 
experience where skill and strategic racing are 
rewarded by blistering victories, which can be 
relished time and time again through some 
incredibly realistic replays. 

Keeping your finger on the accelerator is no 
way to keep pole position here. With five world 
class tracks recreated in detail and the best of the 
world’s riders to compete against, Moto GP is the 
most fun you and your PS2 can have on two 
wheels without windburn, aching thighs and a very 
long extension cable. 



The demo 

Select Moto GPfrom the DVD main menu and 
you’ll be taken to the demo’s title screen. If you 
can leave this screen for a minute you’ll be shown 
a rolling race that demonstrates Moto GPs 
detailed replays to gorgeous effect. Press ► if you 
want to get playing straight away - or at any point 
during the rolling demo. After a reminder of the 
controls you will be taken straight to the race. The 
venue: Donnington in the Midlands. Your 
opponents: 20 riders picked from the world’s best. 
Your bike: a Honda AC50M. 

You have one full lap of the lengthy circuit in 
which to move from the back to the front of the 
pack. The demo will reset after this, but you are 
free to load it again as many times as you want. 
And, if you have an ounce of competitive spirit in 
your body, that’s exactly what you’ll do, as it’s sure 
to take you a good few tries to finish first. 




D-pad or Left 
Analogue Stick 

Steering 
® Accelerate 
® Reverse 
© Handbrake 
© Brake 

m RearView (while 
pressed down] 
ro Change View 


GO T0 

Hardcore 

Require some helpful 
tips for all our 
playable demos? 

Look no further... 

PAGE 052 


Controls 
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Rugby, but without the bruises. 

Publisher: EA Sports Price: £44.99 Players: 1-4 

isely taking a leaf out of the American 
I sports game rule book, Rugby s approach 
is more Madden than FIFA with action 
flowing at an impressive lick without sacrificing the 
stats and tactics that are a hallmark of the EA 
Sports stable. With the Six Nations and World Cup 
Championships recreated in all their bruising, mud 
caked glory, the game lets you pick up and play 
with Quick Start and a clutch of basic controls, but 
rewards gamers who take the time to learn the 33 
player moves with unparalleled depth of play. What 
unifies both types of play, however, is the stylish 
presentation and fantastic stadium showdowns. 


The demo 

Choose Rugby from the DVD menu screen and 
then confirm Quick Start. You'll then be shown a 


England o Australia o 

00.20 

r 

r 

i 

* A 

V T*' 
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full listing of the controls (which are reproduced 
over on the right). Next, choose either to play a 
One or Two-player game from the teams available 
- Australia, or the unstoppable England. If you 
proceed without choosing at least one team, the 
demo will run a spectator-friendly match. 

After you’ve picked your side, press ® and the 
match will begin. You can pause the game at any 
time to check player statistics, change the camera 
angle or replay a glory moment, but after roughly 
five minutes the demo will reset. You can, of 
course, reload as many times as you want. 




Controls 


Open Play 

Run D-pad 
(x) Punt/Drop kick (with 
ball) 

© Up and under (with 
ball) 

® Grubber kick (with 
ball) 

® Soccer kick (loose 
ball) 

(x) Tackle 
© Change player 
(without ball) 

© Hand-off (with ball) 
Hold © Sprint 
Tap ® Contest tackle 
cd Defensive touch¬ 
down 


cd CD Pass left/right 
(with ball) 

Any button Try 

Set Play Kicks 

® Kick 

D-pad Elevation 
increase/decrease 
Set Play Kicks at Goal 

® Kick at goal 
D-pad Rotate left/right 
D-pad Elevation 
increase/decrease 
®/© Velocity 
increase/decrease 
m cd Curl kick 
left/right 
Tap Kicks 

<x) Tap, pick up and run 
forward 

cd cd Tap, pick up and 


pass left/right 

Pack Play 

D-pad f/i Pack 
push/dig 

D-pad «-/-» Wheel 
left/right (scrums) 

® Put-in (scrums) 

® Rake (scrums) 

® Pass back 
(scrums/rucks/mauls) 
© Bind (rucks/mauls) 
id cd Pick up and 
pass left/right 
cd cd Pick up and run 
left/right 

Line-Outs 

Any button Throw 
® Catch 
® Tap-out 


PlayStatioruB 
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he original WipEout and its sequels 
TT chiselled break neck, weapon-filled, 
futuristic race action out of a quivering 
block of pure adrenalin-like pod racing with big 
guns and a turbo button. Fusion promises the 
same genes, but enhanced beyond recognition by 



the processing might of PS2. And then some. 

Expansive new tracks with secret routes, 
ruthlessly competitive opponent Al and a cache 
of specially designed new weapons are all coming 
your way. At breakneck speed. You can see it here 
and now in our fantastic rolling demo. 




t’s a tribute to the creator of Metal Gear 
Solid 2, Hideo Kojima, that no matter 
how much more stunning each trailer for 
the acutely-anticipated stealth-’em-up is, nobody 
is in any doubt that the quality of the final article 
is going to eclipse anything we’ve seen during the 
wait. And from the look of this gorgeous (and 
generously proportioned) trailer, that's saying a lot. 
Adding flesh to the bones of the hijacked US Navy 
ship storyline, it throws missile firing Harriers, a rail 
gun wielding anti-heroine with a death wish and 
the return of a certain anonymous ninja into the 
mix. The wait is oh so nearly over 






CRRZy TRXI 

Whether you’ve been a Crazy Taxi fan since way 
back or you’re new to the thrills of the Crazy Drift, 
this will be a fare to remember Picking up punters 
and ferrying them around at speed may not sound 
like the stuff of game legend, but rest assured it is. 

Starting from the first line of Sega code, 
Acclaim have made a perfect recreation of Crazy 
Taxi's insane cab shenanigans. If this looks like 
ridiculous amounts of fun, it’s selling itself short. 



□RDPSHIP 

Creating virtual combat this good is no way to 
encourage a generation of broccoli-stroking 
pacifists. Dropship puts you in the thick of the 
action, as you pilot one of four troop-carrying craft 
into battle in the year 2050. Touch down and you’ll 
take control of the armed vehicle deployed on the 
surface and in turn the soldiers inside that. 



































IRK FIND DRXTER 


ak and Daxter is a beautiful and 
innovative free-roaming adventure/ 
platformer/puzzler from Crash Bandicoot 
developer Naughty Dog. When Jak's best friend 
Daxter falls into a pool of mysterious gunge, he’s 
transformed into a wise ass weasel-like creature. 
The pair must search a massive world filled with 
amazing characters, puzzles and sub-games for a 
way to get the old Daxter back. With the kind of 
sumptuous in-game animation that gives Disney’s 
features a run for their money, J & D is set to take 
the platform adventure to a whole new level. 




EXTREIT1E-GE 

Showing a blatant disregard for the laws of 
physics, Extreme-G3's mind-boggling tracks show 
that when it comes to insane futuristic racing 
environments, WipEout Fusion no longer has the 
inverted, plasma-crackling field to itself. This is 
weapon-assisted super bike racing at the speed of 
sound, on an impressive roster of cunningly- 
designed environments. With up to twelve 
competitors per race, coming first won’t be easy. 
But you may be too busy trying to stay alive to 
care. Sit down, strap in, enjoy. 



WORLD RRLLld 
EHRmPIONSHIP E001 


If this feisty trailer for World Roily Championship 
2001 trailer were a person, it would be doing the 
splits with its jiggling fists hidden in two pom 
poms. This is audio visual rabble-rousing of the 
highest order, giving you a generous shot of 
distilled WRC flavour - all the better to prepare 
you for SCEE’s near photo-realistic rally sim. Take a 
pew and enjoy an introduction to the courses and 
drivers that have inspired WRCs developers to 
create the next big thing on four wheels. 



A former PC hit, Giants pits a trio of different 
powers against one another for control of a lush 
planetoid. The Meccaryans represent the forces of 
technology, while the Sea Reapers are a sisterhood 
of pasty-skinned naturalists with supernatural 
powers. And then there’s Kabuto. There’s only one 
of him, but since he’s a sodding great giant, he has 
got as much chance as the others of outright 
victory. Who wins is up to you, but whether you 
favour shooting, slashing or merely using your 
enemies as finger food, it’s how you get there 
that’s going to be fun. 


Considering M DK2 Armageddon features an 
atomic toaster, a six-legged, gun-toting cyborg dog, 
a mad professor; a janitor in an experimental 
battle suit and a baddie called Zizzy Balooba, it’s 
quite a relief that it’s considerably more than the 
sum of its parts. The original MDK injected the 
shoot-’em-up with razor sharp wit and an early 
outing for the now ubiquitous sniper mode, as Dr 
Hawkins, Kurt and Max the dog fought hordes of 
aliens hellbent on Earth invasion. Well, right on cue 
the aliens are back, and our hapless trio are in the 
frame for some more old-fashioned planet saving. 


Welcome to an exclusive, five part tribute to the sheer automotive gob- 
smackerry of Gran Turismo 3: A-Spec. In here you’ll learn about the game, its 
cars, history, music and the architect of it ail, 'femauchi Kazunori. Whether 



MOTEGI TWINRING 


Not some horrendous marital aid 
as first feared, Motegi Twinring is in 
fact the race track where Polyphony" 
Digital came to record the 
screeching tyres and revving 
engines of GT3s four-wheeled cast 
of hundreds. This film focuses on 
GT3 Producer Kazunori’s private 
racing heroes, as he gears up for a 


you’re a newcomer to the series or a 
seasoned veteran of Trial Mountain, 
this is an essential introduction to * 
a landmark game. / 


r. 


GRAN TURISMO 3 

A-spec 


HISTORY OF 
GRAN TURISMO 


Gran Turismo virgns report here s P in on the track in hls own circuit 

now. In fact, even if you've car ’ ttle Mitsubishi Evo. 


previously played both GTs, you’re 
certain to leam something new 
from this comprehensive 
introduction to the series. Charting 
the evolution of the Gran Turismo 
concept, from Kazunori’s early 
games to GT3, this documentary 
gives you the full lowdown straight 
from the man himself. 


GT3 QUIZ 


Okay. Watched the lot? We bet you 
think you’re pretty smart. But just 
how much attention were you 
paying to it all? Yes, even the Feeder 
interview and Kazunori’s description 
of physics engines. Well, try this 
purpose-built noodle teaser and 



GT3: THE MUSIC 


put your GT3 knowledge to the test. 


Reading like the line-up of the 
'pumping cool’ stage at a summer 
festival, the list of groups giving an 
injection of sonic adrenaline to 
GT3’s on-screen overdrive Is a 
notch above a lot of dedicated 
compilations out there. Muse, Ash 
and Death in Vegas are in the mix, 


as are Feeder who are interviewed 
here about tunes, games and how 
it all happened. 


INSIDE THE GAME 


You know about the series, you 
know about the music, now it’s 
time to leam the story behind the 
latest and greatest of Polyphony 
Digital’s driving sims, GT3 A-spec 
Hear from Kazunori about his 
ambitions for the game and how 
his team went about improving on 
the classic PSone versions. 
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Chain Reaction 


lAUiijjiii.i.i.im Cant get you outa my head 1 
Not such an innocent girl 


Victoria Beckham 


Bob the Builder 


Basement Jaxx 


Stereophonies 


Ludacris,Nate Dog 


Michael Jackson 


Travis 


Luv Me, Luv Me 


Mambo no. 5 


Just One Kiss 


Step On My Old Size Nines | 


Area Code 


You Rock my World 


Side 


6 1170 


61166 


60047 


61183 


61191 


61197 


61184 


61174 Samantha Mumba* Baby come over 61220 DJ Otzi • Hey Baby 


| 61167 Louise • Stuck in the middle 


| 61053 Atomic Kitten • Eternal Flame 


61194 Alien Ant Farm • Smooth Criminal l 


61211 Uncle Kracker • Follow Me 


61027 Robbie Williams • Eternity 


61090 Jamiroquai 


Little L 


61192 Robbie Williams » Road to Mandalay 61091 Nelly Futardo * Turn off the light l 


61073 Jennifer Lopez * Ain't it funny 60287 0PM • Heaven is a half pipe 


60132 Jennifer Lopez • Play 


60185 Shaggy • Angel 


61141 Geri Halliwell • Scream if you wanna.. 60076 Shaggy * It Wasn’t me 


60194 Geri Halliwell * It’s Raining Men 61008 Gorrilaz • 19-2000 


61152 Madonna • Holiday 


60128 Gorillaz • Clint Eastwood 


61004 Pink Mya etc. • Lady Marmalade 60163 Wheatus 


61045 Faith Hill * There you'll be 


I 61075 Steps 


Here and Now 


60045 Limp Bizkit • Rollin 


61011 Steps • Tragedy 


60129 HearSay • Pure and Simple 


60184 S Club 7 


I 60142 Nelly Futardo • I'm Like a Bird 60074 S Club 7 • Reach 


m 




v % 


Phone the hotline 


Quota the 5 digit code^ 


'Recieve your selectio 

% O' 




Q 

MONSTERSJNC. 

30470 


30251 




ip 


’ _ M flTOmi($KITTEh 

30238 13264 13157 


•Tv *f 6 ries?n 


Big Brother 


East Enders 


Friends 


X-Files 


Neighbours 


Thunder Birds 


Only Fools & Horses 


61014) 


60277) 


60222) 


60298) 


60286) 


60217) 


6~1127) 

tHiiHiii.ii urn . . ) 

[~60220) 


The A-TEAM 


Ln///7fffc]f7RP^rn. 


Mission Impossible 


James Bond 


Star Trek 


God Father 


The Exorcist 


Pretty Woman 


Great Escape 


Italian Job 


Star Wars 


60044 ) 


60205 


61130 ) 


60127 ) 


60223 ) 


60213 


60212 ) 


60207 


60204 ) I 


J 61146 Superman Lovers * Starlight 


I 61214 Jean Jaques Smoothie • 2 People 


I 61189 Faithless * MuhammedAli 

I 61150 Sophie Ellis Bextor • Take me Home 


I 61187 Chemical Bros. * It began in Afrika 


I 61072 Ian Van Dahl • Castles in the sky 


61178 Kosheen • Hide you 


I 61070 Roger Sanchez * Another Chance 


1 60020 Darude 


60196 


Sand Storm 


60139 Modio 


Lady 


[60276 Daft Punk • One more time 


l:{ #1 


61171 Artful Dodger, Mel Blatt 1 


Who 


28 

Fo og 

ioo^ 

\oo^ 




© 8 


61148 DJ Luck, Neat » I’m All about you 




61074 So Solid Crew • 21 Seconds 


QjA 


61160 De Nada • Love you anyway 


61069 Oxide Neutrino • Devils Nightmare 1 


61200 Genius Crew • Course Bruy 


60007 BaHa Men » Who let the dogs out? I 


61005 Pied Piper • Do you really like it 


IWonuai 

QTQEOI 

Iblueliil 




m 

30074 I 30087 


11115 


bear- 




WtfiSi 

30040 


|j>PlagS(ation 


ijiilEDI 






^j-^STrtRFLEET- 

■TRiCQRDcR 


f fayia napa * 






444444 




■TsitKiK 


^PLflYGIRL 


Mil vf 


mmm 


E 33 T 03 DOUN 




The Saints HENGLflND 


61007 Eddy Grant • Electric Avenue 


61055 


Misteeq 


All I want 


61058 Sticky ft.Ms Dynamite * Boo 


CALL TODAY I Ha mmers ^ |$}| | we l [^|J le J GGC1S I S C CTL«>J [i SS 


VUAKE'iip 




IV BEER 






WM4 




[ 61172 

Blue 

# 

Too Close 

| 60274 

Blue 

• 

All Rise 

1 61078 

Five 

• 

Let’s Dance 

1 61068 

N* Sync 

• 

POP 

I 61144 

O Town 

• 

All or Nothinq 

p 30182 

O Town 

• 

Liquid Dreams 

| 61063 

Damage 

• 

So what if 1 

I 61002 

BB Mak 

• 

Still on your Side 

I 61062 

Backstreet Boys 

;• 

More than that 

I 61186 

Westlife 

• 

When your looking like .. 

r 30162 

Westlife 

• 

Uptown Girl 



LINES OPEN 2d HOURS A BAY. SEVEHOAYSA WEEK 

151 ISI Gall from Ireland: 


Halloween 


order by credit card 


Linas open Mon-Frl 

llarn-Eipm 


I Nokia 3210, Nokia 3310, Nokia 61xx series, Nokia 62xx series, Nokia 71xx series, 
I Nokia 81xx series,Nokia 8210 series, Nokia 88xx series, Nokia 9000 / 9110. 

{ The Nokia 51xx series can receive graphics only. 


CUSTOMER CARE LINE.08700 200 600 
MON-FRI 1 la m -5 p m 


Calls to 0906 numbers are charged at £ 1.50 a minute, and should last on average 2.5 mins.l 
however calls from mobiles may be charged at a higher rate. You must have the bill payers 
permission before calling.Customer support & credit card lines are charged at the national 
call rate. Mobatel Limited, P.O.Box 22783, London, N22 8ZH. 















































































































































































































































































r nancy getting the UK's best and best-selling PlayStation 2 
C magazine through your letterbox, every month, free of charge. 
L • jfor twelve issues?Course you do, and simply by answering the 
question on the right and completing the tiebreaker with intelligence, 
wit and style, two lucky readers will win just that. Go on, get stuck in... 


R FREE 

12 mONTH 

SUBSCRIPTION 

TO THE 

OFFICIRL 

PLRUSTRTIDN®2 

mRGRZINE 



RULES 


■ No purchase necessary. No 
correspondence will be entered into. 
No employees of Future Publishing or 
any affiliated company may enter No 
cash alternative is offered to these 
prizes The closing date is 5th 
November 2001. 


■ If any prize becomes unavailable, 
Future Publishing reserves the right to 
replace it with another of equal value. 
Multiple entries will be disregarded. 
The Editor's decision is final. All 
normal competition rules apply. 


■ The prize: Two winners will each 
get a twelve month subscription to 
Official PlayStation 2 Magazine. 


QUESTION 

1) WHAT IS THE NAME OF CLAIRE REDRELD’S BROTHER IN THE 
RESIDENT EVIL SERIES? 

A) CASPAR 

B) CHRIS 

C) CHARUE 

2) TIEBREAKER: I ENJOY READING THE OFRCIAL PLAYSTATION 2 
MAGAZINE BECAUSE... (NOT MORE THAN 20 WORDS) 

Write your answers on a postcard and send your entries to.- 
Free Subscription Competition, Official PlayStation Special Edition, Future 
Publishing 30 Monmouth Street, Bath, BA1 2BW. Or simply email your 
answers to us at PS2@futurenet.co.uk with the subject marked 
•Free Subscription Competition.’ See left for competition rules. 














BEST OF 

GENRE 




ADVENTURES 


While the D-pad restricts you to eight directions, 
analogue enables a broader range of movement 

ARTIFICIAL INTELLIGENCE 

The coding that makes computer-controlled 
cars/characters/whatever perform realistically 


Adventure games 
have come a long 
way since ‘Go East’ 
or ‘Pick Up Key. Our 
top five combine 
action with puzzle¬ 
solving and stunning 
cinematic storylines. 


RESIDENT EVIL 
CODE: VERDNICR X 


••• ••• 

• • ••• 

• •• 




Publisher: Capcom Euro soft 
Developer: Capcom 

The biggest and best Resident 
Evil game so far. Does little to 
revolutionise the survival horror 
genre, instead it just drips 
everything from the story to the 
characters, the combat to the 
puzzles, with a glorious blood-red 
sheen of quality. 


□NimUSHR: UJRRLOROS 


Publisher: Capcom Eurosoft 

Developer: Capcom 

Short it may be, but as we’ve all 
learned over the years, size really 
isn’t everything. 16th Century 
Japan is the setting for 
Capcom’s latest spin on survival 
horror gaming. Not exactly 
original but it is both action- 
packed and highly atmospheric. 


••• ••• 

•• ••• 

•••• 
•••• 

•• ••• 

•M ••• 



Sound Spooky music, vastly improved speech 0g 
vneplay Thrilling and typically action-packed 09 
Life span The biggest survival horror yet 00 
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FRDfTl 
mDNKEU ISLAND 



•V . 

I ^ # 


Publisher: Activision 
Developer: LucasArts 

The famous point-and-click 
Pirate series continues in its 
classic tradition of interacting 
with amusing characters and 
solving puzzles to drive the 
typically ridiculous plot. The style, 
playability and humour of 
previous games remains intact. 


Graphics 

Brilliant animation Din SB 

Sound 

Superb voice acting and effects 09 fjk 

nendishly clever puzzles 00 l£l 

Life span 

You’ll be scratching your head for weeks 07 

PlaySlatjonjB \JEROCT 



Publisher: Acclaim 
Developer: Bizarre Creations 

Cute creatures armed to the 
fangs with weaponry blast the 
fluff out of each other while 
solving puzzles, playing bonus 
games and rescuing babies. A 
massive, entertianing adventure 
with more variety than a box of 
Quality Street. 


••• ••• 

••• •• 

••• 

••• 

•• ••• 

••• ••• 


fTlDKH RRfTlAGEDDDNI 


Sound Very average and hardly memorable 00 

0 

0 

Gameplay Solid throughout especially In multiplayer 00 

Life span There's plenty of bang for your buck 00 


PlayStation ^ \|ERDICT 



Publisher: Interplay 
Developer: BioWare 

Tougher than learning Hebrew in 
a weekend, MDK2 will keep you 
playing til the wee small hours 
with its cryptic puzzles and 
enemy-overloaded shoot-’em-up 
sections. Overflowing with style 
and humour, it's one to go for if 
you like a real challenge. 


Stylish but rather blocky and dated ( 
Top notch voice acting and score 
Good mix of shooting/adventuring 00 

A tough challenge, even on ‘Easy setting 
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ADVERTISING 


The dubious art of spreading the gaming word. 


r ”i ross, circle, triangle, square. Even people 
who’ve never touched a joypad in their 
l j lives know what these shapes mean. 
That's the power of great advertising. From 1995 
onwards, TBWA Simons Palmer changed the face 
of videogaming marketing, connecting the PSone 
with a previously untapped demographic in the 
process. The four shapes were drawn in acne 
scars, in bulging wrist veins and on lovers’ nipples. 
Throw in a scary-eyed boy who claimed he’d 
‘conquered worlds’ and a wrong-faced pigtailed 
girl going on about ‘mental wealth' and the 
PlayStation 2 advertising campaign had something 
to live up to. 

Enter maverick film director David Lynch, 
creator of Eroserheod and Twin Peaks, and 
perhaps the only man on earth who would have 
thought of promoting PS2 via a giant duck in a 


suit and a chap who vomits up his own arm. 
‘Welcome to The Third Place’ was the distinctly 
elliptical message of the debut TV commercial. 

Despite SCEE and TBWA concocting some 
cod-philosophical bollocks to justify the whole 
Third Place concept, many fear it’s simply too 
obscure to drum up significant interest in the 
same way as the PSone campaigns. Nevertheless, 
SCEE are sticking with it through a new campaign 
of TV and print commercials. 

Of course, not all PS2 adverts have been so 
obscure. When they actually wanted to sell some 
games, SCEE reached for the simple lexicon of 
hype, labelling GT3 the most realistic racing game 
ever!’ The vast majority of PS2 game adverts are 
just pure cliche. So what works best? A man-sized 
mallard or a big fist of hyperbole? It’s up to you, 
the consumer, to decide ■ 


Multitap Red Faction 

Come round and see my Blow holes through 
head collection... Please? walls. And adverts. 


Ridge Racer V 

Animal lovers cried as 
we smugly grinned. 


UFE WITHOUT RESID^IT EVIL. 


Resident Evil Code: Veronica X 

Similar to the original Quake ads for PC, this is still effective in its use of irony. 


Bpation .2 SPECIAL EDITION: A-Z OF PS2 









RRENH5 


Arenas, unlike levels, may seem perfectly 
logical and straightforward at first but as 
we’re about to prove, the very best have 
more than a few secrets hidden away.. 



When using the acceleration pads for huge jumps between platforms, aim downwards as you’re about to land 
and you might be able to catch out an unsuspecting fool standing below you. 



Use the bounce pad in the centre of the level to jump straight up and grab a Mega 
Health. These appear sporadically, so try to look before you leap. 



1. Good trick to remember, this one. 
Move onto this acceleration pad to 
jump to the distant platform... 


2. ...then use the Rail Gun as a sniping 
weapon, pressing R2 to zoom in for 
long-distance frags. 




Enter these gates to quickly escape from pursuers, materialise dangerously 
behind unsuspecting foes or use as short cuts to shields and other power-ups. 


QURKE III: REVOLUTION 

HE LONGEST idRRO 

2 3R is a grand first-person shooter with many beautifully-designed levels, but with 
ie Longest Yard, outer space is definitely the place to liberate an opponent’s gibs. 


In the corner of the arena is a Chain Gun - grab it and unleash a hail 
of bullets that slice through enemies like butter. 


1. For devastating firepower, you’ll need the 
Quad Damage. Use the pad in the centre to 
leap across to the one in the space opposite. 


2. If you’ve hit the right pad, you’ll bounce off 
this next one and then onto the platform 
that’s high above the arena. 


3. Once you’re up at the very top of the level, 
take the Quad Damage and go through the 
gate to transport back to the action. 


4. Now, each attack you make is worth four 
times the amount of damage you can do. 
Obliterate everybody before the time runs out. 

























HRENR5 



TimEBPLITTERS 

CHINESE 



Among hardcore TimeSplitters fans, the 
Chinese level is a favourite for single player 
and multiplayer split-screen deathmatches. 


3*rd 

i 


Lr ^ 

I i 

• 



t 12 




1. As you run past the outside of the 
building, you must shoot through the 
glass and frag any sneaky enemies 
hiding inside... 


2. ...and vice-versa. Just make sure 
that you keep an eye out for sneaky 
TimeSplitters that creep up behind you. 


Get to the bridge over troubled water to pick up a sharp-shooting and highly-desirabie rocket launcher - just 
the job for cooking up fried TimeSplitter, wouldn’t you agree? 



1. Remember where the bulletproof jackets are - back 
where you start the game in single player mode. 


2. ...and there’s another one on this podium inside 
the main building. They’re obviously very useful. 



The cellars have some health and big guns, but beware, it’s a dead end and you 
can easily get trapped with no cover. Like this poor sucker. 



The kitchen is a fantastic central area, usually swarming with potential 
victims because of the four doors leading into it. 



In the Chinese level you can go to the toilet... and 
pick up lifesaving weapons and health. 



Shoot the gong for a postmodern Rank films homage. 


017 
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The upper level has four huge round stained glass windows which, although extremely attractive, have a duel purpose. Use combos and fatal attacks to send an opponent crashing through the glass 
onto the level below then jump down after them - they’ll lose damage, but you’ll escape without a scratch and be fighting fit to continue with the battle on the lower level. 


□ERD DR RLIUE 2 

THE DEmONS CHURCH 

Dead or Alive 2 is the cult Japanese beat-’em-up from Tecmo that plays at a super-fast pace and has a 
collection of wicked counter-blows. We pick our two favourite levels from this magnificent 3D fighter, 
starting with the kick-ass praying and punching that takes place in The Demon’s Church. 



Also use the edges of the lower arena to trap your opponent in a comer, enabling you to finish them off in no time with the throw button X. 


































I 

HRENHS 


□ERD DR RLIUE 2 

THE DRHGDN HILLS 

The most complex and enjoyable arena in DOA2 has to be The Dragon Hills with its multiple levels 
waiting to be smashed through, leading to the spectacular Dragon Temple. 


«■ 
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:: To the Dragon 

5 :.::.: s Temple 





A skilled fighter can kick foes 
towards the left of the level. 


KEY: _ 

y*ReTboxeT=T!ghtin^Stager 
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A console's power is calculated by the number 
of bits (Binary Digits) it can process at once 



High bandwidth Net connection able to transfer 
multiple channels of data simultaneously 


BEST Of 

GENRE 



-em-ups 


Apart from rolling up 
your sleeves and 
trading punches down 
the boozer, these 
deadly beat-em-ups 
are the closest you 
can get to real ultra¬ 
violence. Got a 
problem with that?! 


•• 

•• 

• •• 
••• 
••• 
••• 


TEKKEN TRG 
TOURNRfTlENT 



Publisher: SCEE 
Developer: Namco 

Okay, so it’s little more than a 
reissue of Tekken 3 with much 
improved graphics and a 
fantastic new tag option, but it’s 
easily the greatest beat-’em-up 
on PS2, with the best, most 
varied cast of characters of any 
fighting game. 


••• ••• 
•• 

••• 

••• 

••• •• 
••• ••• 


DERD DR RLIVE 3 



Publisher: Acclaim 
Developer: Tecmo 

Put aside the voluptuous lady 
fighters and their notorious 
jiggling ladybumps (go on, try) 
because this slick, sexy fighter 
has far more to offer than mere 
mammaries. Most notably, its 
Incredibly fluid action and 
superb interactive arenas. 


Graphics 
Sound 
Gameplay 
Life span 


Simplistic characters, but plenty of effects 07 
Ifs a beat-em-up. what do you expect? 0E 
Solid enough, but not exceptional 07 
VbuTI tire before you complete 07 


07 
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Graphics 
Sound 
Gameplay 
Life span 


Ageing but a good start for Namco 
Thumps, sequels and rock soundtrack 
Beat-’em-up perfection, as always 
Loads of moves and tons of secrets 


07 

06 

09 

09 
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••• ••• 

•• ••• 

•••• 

•• ••• 

••• ••• 


RERDy 2 RUIT1BLE 
BOXING: ROUND 2 



Publisher: Midway 
Developer: Midway 

Boxing has been notoriously 
difficult to translate to 
videogames but R2R2 pulls it off 
thanks to its perfectly-pitched 
humour and fast, arcade-style 
gameplay - mixing realistic 
boxing moves with beat-’em-up- 
style combos. 


••••• 
•• ••• 
•• ••• 
••• ••• 

••• 

•• 


STREET FIGHTER EX3 



Publisher: Capcom Eurosoft 

Developer: Arika 

The original (and some say best) 
beat-’em-up has had a troubled 
time adjusting to three 
dimensions, but SFEX3 still 
manages to keep the venerable 
franchise buoyant for yet 
another year Just don’t expect a 
Tekken beater. 


••• ••• 

••• •• 

••• 

••• 

•• ••• 

••• ••• 


GO T0 

Combos 

booking for more 
trouble? Swagger 
here to see the best 
beat-’em-up combos. 

PAGE 032 


Graphics 
Sound 
Gameplay 
Life span 


Street Fighter in 3D with no frills 
Never a strong point of SF games 
Still as solid as ever 
More for fens than new acquaintances 


06 

06 

0B 

07 


07 
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Graphics 
Sound 
Gameplay 
Life span 


Great well-animated cartoon characters 00 
Average music, but some clever speech 07 
As an arcade game, it's spot on 07 

Stick to Tekken for depth 07 
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KNOCKOUT KING5 
2001 



zph j bi 


Publisher: EA Sports 
Developer: EA Sports 

Where Ready 2 Rumble gives 
you humour, Knockout Kings 
gives you realism - utilising a 
sim-like approach that offers far 
more depth than its cartoon 
rival. However, the main appeal 
of KK2001 is its use of real 
boxers, including Muhammed Ali. 


Graphics Functional is a word that springs to mind 00 
Sound The sweet sound of leather on flesh . 00 

Gameplay It tries hard, but is still rather sluggish 05 
Life span Real boxers add depth, but not enough 07 
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LRNDfTlRRK CRPCOm GRfTlES 


The street fighting survival horror maestros know when they’r 
on to a good thing, as proven by their legendary franchises. 


GO T0l 

I Beat-’em-ups 

A vicious full-frontal 
assault by the top 
five fighting games 
on PS2. 


CHRIS & CLAIRE REDF1ELD 


The siblings who have been battling zombies 
from the original Res/ through to Code: Veronica 


CRASH BANDICOOT 


PlayStation's platforming mascot, soon to spin 
onto PS2 for his third outing, Wrath of Cortex 


“formed in 1979, Capcom is one of the 
E» youngest of the major Japanese game 
l * _i corps and, unlike Namco. Konami, 
Nintendo and Sega, was set up from the 
beginning purely to design and manufacture 
videogames and nothing else. The company 
made its first big splash in 1984 with the brilliant 
WWII shoot-’em-up 1942, which was the sequel to 
an earlier slightly mundane 1941. More ground¬ 
breaking shoot-’em-ups followed including 
Gunsmoke (hardcore cowboy shooter) and 1985’s 
Commando (legendary military shooter). Capcom 
also broadened its horizons with Ghosts and 
Goblins, one of the finest arcade platform games 
ever made, and the NES platformer Mega Man 
(1987), the company's first big console series. 

Since the early nineties. Capcom has relied 
heavily on two money-spinning franchises: Street 
Fighter and Resident Evil. The former has been 
continually updated and enlivened considerably 
by the spin-off Versus fighters, Marvel Vs Capcom 
and Capcom Vs SNK - which pitched Capcom 
against its great rivals from SNK (responsible for 
the Art of Fighting and King of Fighters titles). 

The Resident Evil series [created by Shinji 
Mikami) has become one of the biggest and best 
franchises in videogame history, spawning three 
sequels so far including the King Zombie of 
horror games. Code: Veronica. It also inspired 
Capcom to coin the sub-genre of ‘survival horror' 
which has led to the Dino Crisis games and two 
massive PS2 adventures: Onimusha: Warlords and 
the epic gothic adventure Devil May Cry ■ 



1. 1942 (1984) 

Classic vertically-scrolling WWII 
shoot-’em-up, at last taking the 
genre out of its spaceships and 
aliens dead end. Followed by the 
equally impressive 1943. 


2. Ghosts and Goblins (1985) 

Spooky, brilliantly designed platform 
game following the adventures of a 
knight named Arthur through a 
series of monster-strewn 
graveyards. Tough, but loveable. 


3. Strider (1989) 
Sideways-scrolling arcade games 
were nothing new but Strider won 
our hearts with its addictive, action- 
packed gameplay, superb lead 
character and original level design. 


4. Street Fighter II (1991) 

The game that started the beat-’em- 
up revolution. Great characters, tons 
of moves (making full use of the 
multi-button SNES joypad) and 
super-fast, knee-jerk gameplay. 


5. Resident Evil (1996) 

Inspired by the zombie films of 
George Romero, this B-movie shock- 
fest started the whole ‘survival 
horror’ frenzy. Still scary, despite 
the bloody awful voice acting. 
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It’s difficult to pick out the toughest fighter from a 
rota that includes such well-hard lads and lasses as 


Forest Law, Nina Williams and Paul Phoenix but you 
really can’t argue with Jin’s lineage. The offspring of 
Jun Kazama and Kazuya Mishima and the grandson 
of Tekken svengali Heihachi Mishima, Jin’s gene pool 
is deadlier than shark-infested waters. 

Only 19 but already a master of Heichachi karate 
(thanks to some tutoring from his granddad), Jin’s 
fighting style mixes influences from both his parents, 
making him a character with speed and agility as 
well as brute strength. In fact, his only weaknesses 
are a fondness for looking moodily into the distance 
and occasionally wearing a Boy Scout uniform. 


Jin Kazama 

(Tekken Tag Tournament) 


Chris Redfield 

(Resident Evil Code: Veronica X) 


Missing In Action since the original Resident Evil, Chris makes a 
typically heroic comeback in Code: Veronica just in time to save his 
sister Claire from poisoning (and worse) at the hands of the lunatic 
Ashford family. As the star member of Raccoon City's elite Special 
Tactics And Rescue Squad, Mr Redfield has been investigating 
Umbrella (the sinister corporation behind the T-Virus) ever since the 
first game but is in no way out of practise when it comes to the 
gorier aspects of his job. Like a zombie-slaying Dirty Harry, when 
Chris gets hold of the Magnum and his trusty shotgun, he blows 
undead heads clean off. 


uke Miss World but without a swimsuit round, the judges have awarded 


HRRDEST 


Behold the biggest bad-asses in the PS2 playground. 
You’d better not mess with these tough guys. 

























pink sashes to the top three PS2 stars in each selected category. "I'd like to thank... 



The star of Capcom’s historical survival 
horror adventure has an extremely large 
samurai sword and knows exactly how to use 
it Not for him the wimpish weapons of the 
Resident Evil series - yes it’s fine and dandy 
taking on the undead hordes with a rocket 
launcher in your sweaty hands, but when 
there’s only a steel blade between you and 
some ravenous monsters it ain’t such a 
laughing matter. The only question mark 
against Samanosuke’s hardman status is the 
fact that his features are based on popular 
Japanese actor Takeshi Kaneshiro. We’re not 
sure whether Takeshi's a demon- 
battling warrior in real-life, but 
he probably just sits in cafes 
drinking Cappuccinos and 
winking at hysterical 
Tokyo schoolgirls. 


Samanosuke 

(Onimusha: Warlords) 
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Digital dollybirds. Silicon sexpots. Videogame 
vixens. PlayStation poontang. Yes, we know, 
it is about time we grew up... 


Kasumi 

(Dead Or Alive 2 ) 


Blimey O’Reilly. To see how far 
videogames have progressed over 
the years you only have to compare 
Dead Or Alive 2 with the original 
beat-'em-’up classic Way Of The 
Exploding Fist Yes they both sport 
some excellent fighting action but 
sod the gameplay, its the visuals 
we’re interested in. Where WOTEF 
had small, pixellated fellas in 
karate pyjamas and headbands, 
DOA2 has - there’s no getting away 
from this - curvaceous babes 
boasting bits that bounce with 
fleshy bonhomie. 

The sexiest of the bootylicious 
bunch is the lovely Kasumi, 21 from 
Japan. This delightful girl likes 
nothing better than kicking ass in 
skimpy, knicker-revealing outfits. 

And although she’s a deadly 
practitioner of the ninjitsu martial 
art, she certainly has a couple of 
lethal weapons we wouldn’t mind 
being bashed around the head with. 










CHRRHCTERS 



Nina Williams 

(Tekken Tag Tournament) 

You don’t have to be an inept Tory MP or a fan of that 
TV milestone Bad Girls to appreciate the attraction of, 
well, bad girls. The kind of femme fatales who will 
sleep with you, spank you, tell all to the Sunday 
papers, then return unapologetic, clad in a leather 
catsuit with a whip in one hand and some whipped 
cream in the other (Mmmm). Nina Williams is just 
that kind of vixen, we reckon. This 22 year old Irish 
assassin is a mistress of aikido and has a very bad 
attitude indeed - especially when it comes to her 
saucy sister Anna. Now, if you could just get the two 
of them in a room together... 


Claire Redfield 

(Resident Evil Code: Veronica X( 

Any woman with the ability to fight nasty monsters, solve 
incredibly cryptic puzzles and still remain composed while a 
potential boyfriend transforms into a hideous, T-Virus-infested 
freakoid, is the kind of girl you want by your side for a 
rough Friday night down the George & Zombie. Claire has 
a neatly-pressed jeans/head girl look that enables her 
to remain both attractive and wholesome even when 
blasting the undead into gory fragments. A classy 
dame - if somewhat worryingly over-attached 
to her big brother Chris. 


PlayStation 2 











PlayStation 2 



Bandersnatch 

(Resident Evil Code: Veronica X] 

With a name taken from Lewis Carroll’s The Jabberwocky and an 
appearance straight out of your worst nightmare, this new breed 
of monster for the Resident Evil series is an elasticated horror 
that can stretch its massive right arm to club you into an 
early grave. 

A mere stump for a left arm; three huge, hideous claws 
on its right hand; bloody, scabby skin with oozing open 
sores; and small, impassive eyes deepset in its skanky 
skull - when you come into contact with these 
creatures you’ll be too shocked to do anything but 
stare in disgust. Pause too long before drawing your 
weapon though, and the Bander will be up close and 
personal, crushing your head like a grape and murmuring 
with malevolent glee. Nasty. 


5CRRIE5T 

Lock the doors, turn on all the lights and don't - whatever you do - 
go within grabbing distance of any boxing rings or spooky mansions. 
There's simply no telling what horrors might be lurking inside... 








CHFIRHCTERS 




Mama Tua 

(Ready 2 Rumble Boxing: Round 2| 

One look at this 55 year old, 4001b asian anti-babe and you’d think she'd 
be more at home in a sumo wrestling ring than a boxing arena, This is one 
extremely large, extremely scary, big bad mama. A combination of lardy 
Anne Widdecombe in dominatrix mode and Judy Finnigan flopping them 
out at the National TV Awards, with some Minnie Mouse ears thrown in for 
good measure, the last place on earth you want to be is trapped in the 
corner with Mama Tua approaching Her breasts must consist of a good few 
thousand polygons each and they slop and jiggle around with hypnotic 
intent. Being suffocated in those sweaty mountains of flesh is no way for a 
noble boxer to meet his maker 


Hunter 

(Resident Evil Code: Veronica X) 


Returning from the original Resident Evil to stalk Chris, dedicated 
fans of the series will be pleased to see the Hunters back in action 
while anyone interested in self-preservation would prefer to see 
them as far away as possible. Reptilian creatures with hunched 
backs and sunken heads, Hunters are genetically engineered 
predators created by Umbrella using the T-Virus. Often hunting 
in packs, if you’re lucky you’ll hear their sinister, knee-popping 
approach. If not, the next sound you hear will be their high- 
pitched screech as they attack - swiping at your throat with 
huge claws. Don’t even think about running, Hunters are 
lethally quick and will be on you in the blink of an eye... 












Like The Fonz or Steve McQueen, there are some PS2 stars 
who do everything with a touch of effortless style. 


Solid Snake 

(Metal Gear Solid 2: Sons of Liberty] 


So cool he can even rise above a quite preposterous name, Mr Snake is the 
ultimate in videogame panache. Ignoring mainstream fashion by sporting a 
mullet/bandanna combo that wouldn't look amiss on Jennifer Beals in 
Floshdonce, and speaking in the kind of gruff 'I’m a B-movie action star* 
voice that The Simpsons' Troy McLure would give his right tonsil for, there’s 
no arguing with Snake's cult hero credentials. 

But what ultimately makes our Solid the king of cool is his ultra-stylish 
approach to terrorist disposal. Not for him the passd, all-guns-blazing 
L technique, this man is responsible for introducing the concept of stealth 
" to videogames: sneaking through ventilation systems, hiding in shadows 
and creeping up on the enemy to give their necks a satisfying twist. If it 
wasn’t for the SNAP! you’d never know he’d been there... 


Elise 

‘Bombshell’ Riggs |ssx] 


This 22 year old blonde bombshell from Canada has the rest of 
the SSX crew wrapped around her little finger thanks to those 
stunning looks. Elise plays on her appearance to make guys 
think she’s just another golden-haired bimbo, but behind that 
pretty face is a shrewd, cunning mind that knows full well if the 
others underestimate her it just increases her chances of 
getting down the mountain first. A combination of decent 
tricks/speed/stability stats, plus the fact that she's the most 
manoeuvrable rider, make Elise the best overall SSX character. 

A bodaceous boarder and glacial ice maiden, the only time she 
even comes close to losing her cool is when she fluffs a move 
and cries “Bloody toss up!" 


Tony Hawk 

(Tony Hawk's Pro Skater 3| 


He may be an all-growed-up man of 32 with a young family and a 
receding hairline but there’s no doubting the Hawkster’s status as 
boardmaster in both the real and virtual skateparks. Since he started 
competing in 1978, Tony has won more titles than Gazza’s eaten 
kebabs and has also introduced numerous tricks to the skateboard 
repertoire - including being the first man to pull a 900° in 
competition. Naturally, it being his own game, the Hawkman is also 
the raddest boarder in Tony Hawk's Pro Skater 3, the upcoming PS2 
version of the best skateboarding series ever. And though he's now 
semi-retired, any man who can do two-and-a-half complete rotations 
on a glorified plank of wood deserves our total respect. Wicked. 















□HHRRCTERS 



You don’t have to be mad to be a PS2 character... But it helps! 
And this lot are absolutely raving examples of virtual insanity. 



Afro Thunder 

(Ready 2 Rumble Boxing: Round 2) 


Like a cross between Sugar Ray Leonard and a member of 
the Jackson Five, this helmet-haired pugilist never lets a a 
potential pummelling get in the way of some gloriously m 
OTT showmanship. Whether doing the splits in response ■ 
to a barrage from the hideously hefty Mama Tua, or H 
goading the 'King of Pop™' with a cry of "Shim-shammy, ^ 
whim-whammy!" then “Call the doctor!" after introducing 
Jacko’s plastic face to the canvas, you can always rely on the 
mental Thunder-pants to add some bonkers brinkmanship to 
his bouts. 


Dick Dastardly 


Axel 

(Crazy Taxi] 


The moustache-twirling cartoon imbecile 
is equal parts ingenious rogue and brain- 
addled divvy. Able to come up with 
inspired race winning plans that work to 
perfection, mere moments from victory 
Dick always has to go and ruin his 
chances with some kind of dastardly trick 
that inevitably ends in a knackered Mean 
Machine crawling over the finish line in 
last place. And, let's face it, any villain 
that puts his trust in an incompetent 
chuckling mongrel only interested in 
being awarded medals - “Muttley! Doooo 
something!" - is obviously two wheels 
short of a motorcar Play as this fool at 
your peril. 


Burning around the streets of San Francisco, 
smashing into buildings, lamp-posts and other 
vehicles foolish enough to be in the vicinity, 
narrowly avoiding homicidal contact with 
members of the public and then getting paid 
for it - life’s just one big thrill ride for this 
nutcase cabbie. As you might expect for such 
a speed freak, Axel’s an impatient chap: 
somersaulting into his cab to save time and 
yelling at customers to hurry up and get in 
the car But that impatience doesn’t stop j 
him pausing to admire his reflection in the i 
rear view mirror while travelling at 100 
mph. And if any further proof of Axel’s 
craziness were required, just take a look at 
his barnet. 
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THE BEST 



In the topsy-turvy world of videogames, cheats always prosper... 



ZONE OF 
THE ENDERS 

Full ammo and health: 

After taking a bit of a savage 
beating, pause the game and 
press (D.09.09,09.00.01.00.09. 

cd.od If the code has worked 
you’ll hear a noise and your 
health and ammo will be 
automatically replenished. 

Unlock Versus mode: 

At the title screen (before pressing 
►), press 4/. 

If the code has worked 
you’ll hear a sound. Now press ► 
and a new Versus option will have 
appeared on the main menu. 

Choosing any mech from the 
main game, you can now go at it 
30 big time against a human or, if 
you prefer, a CPU opponent in a 
specially-built arena. 

CRRZy TRXI 

Unlock Crazy Bike: 

On the character select screen, 
hold od+cd, then release od, then 
m. Hold od+cd again and then 
release them both together Finally, 
press ® and you should hear the 
sound of a bicycle bell. Now when 
you start the game, your character 
will be riding around on a bike 
instead of driving a taxi. 

Unlock Expert mode: 

On the main menu, press and 
hold m+CD+f*;. Keep them held 
down until the character select 
screen appears and then press ® 
to start a game. When the game 
starts, you will see ‘Expert’ in the 
bottom left-hand corner of the 
screen and there will be no 
destination or arrow indicators. 

Unlock Another day: 

On the character select screen, 
press cd and then release it. Then 
hold cd and press ®. When the 


game starts, you will see ‘Another 
Day’ in the left-hand corner and 
the layout will be mixed up, much 
to your undoubted confusion. 

Alternate display: 

Start a game in Arcade or Original 
mode and then hold down od+cd 
on Controller Two. Keeping them 
held, press © to switch to an in- 
car view, or ® to switch to a 
rather confusing pan-cam. 


UNRERL 

TOURNRITIENT 

Skip a level: 

Press ► to pause game play, 
then press t <-.-» -» <- © 

Select a level: 

Save the game and return to the 
main menu. From here, select the 
Resume Game option, then 
highlight the previously saved 
game and press 




RUmBLE RRCINE 

Car and Level Passwords 

To enter the following passwords, enter the Game Options menu from 
the title screen. From here go to Load/Save and select Passwords. 
Then enter the passwords below to open the corresponding vehicles 
and game-bashing features. 


Password 

P1PR0C1PU 

Car 

Cataclysm Vehicle 

Track 

Falls Down Track 

Cup 

Pro Cup 2 

Q2PROC2YT 

EsCargot Vehicle 

The Gauntlet Track 

Pro Cup 3 

AEPPROPUC 

Road Kill Vehicle, 
Elite Class Vehicle, 

Surf and Turf Track 

Elite Cup 

ILETEC1MB 

Jolly Roger Vehicle 

Coal Cuts Track 

Elite Cup 2 

ILCTEC2VB 

Malice Vehicle, 

Wild Kingdom Track 

Elite Cup 3 


Just the Cars 


UBTCKSTOH 

Buckshot Vehicle 

BSUIGASUM 

Gamecus Vehicle 

HGIROLREL 

High Roller Vehicle 

KCEROCTEC 

Redneck Rocket Vehicle 

PT0ATRT01 

Revolution Vehicle 

ABOGOBOGA 

Road Trip Vehicle 

OPSRTISUC 

Sporticus Vehicle 

AMHBRAAMH 

Stinger Vehicle 

VTYANIYTT 

Van Itty Vehicle 

1AREXT1AR 

Vortex Vehicle 

NALDSHHSD 

XXS Tomcat Vehicle 


STRR ULJRR5: STRRFIEHTER 

Codes. 

To activate the codes, select Options from the main menu and then 

Codes from the sub menu. 


Master code: 

Enter ‘OVERSEER’ as a code to 


unlock everything except 
the multiplayer levels. 

Invincibility: 

Enter ‘MINIME’. 

Unlock experimental Naboo 
fighter for bonus missions: 

Enter ‘BLUENSF. 

Unlock multiplayer levels: 

Disable cockpit Head Up Displays: 

Enter ‘ANDREW’. 

Enter ‘NOHUD’. 

Enemy ship gallery: 

Enter ‘SHIPS’. 

Gallery of game cast 
and their ships: 

Enter ‘HEROES’. 

Pre-production art of 
mission environments: 

Enter ‘PLANETS’. 

Reversed controls: 

Enter ‘JARJAR’. 

James Zhang's comic strip: 

Enter ‘JAMEZ’. This is a lovingly 
drawn depiction of a typical 
day at work for Starfighter 
concept artist, James Zhang. 

View credits: 

Enter ‘CREDITS’. 

Christmas FMV sequence: 

Enter ‘WOZ’ as a code. 


t->4> 

Invincibility: 

Press ► to pause game play, 
then press ©.@,4-.-»,©.© 

All ammunition: 

Press ► to pause game play, 
then press 4-,-».@(x3),-».4- 

Muchas Mutators: 

Mutators are fun, and Unreal gives 
you quite a few as standard, 
enabling all manner of tweakable 
game shenanigans. There are, 
however, a few extra mutators to 
unlock. All of the following should 
be entered at the main menu. 

Fatboy Mutator 

Press ©(x3),t.4^(x2),©(x3). 

Select multi-player mode and 
choose the freshly-opened Fatboy 
Mutator. Hereafter your character 
will get fatter with each frag you 
score, and thinner with each one 
scored against you. Very funny. 

Stealth Mutator 

Press ®(x2), ©(x2). @(x2), ®(x2). 
Select multi-player mode and 
choose, wait for it. Wait for it. Yes! 
The Stealth Mutator. Now all 
combatants will be equipped with 
cloaking devices that make them 
virtually invisible. 

Big Head Mutator 

Press 4-,-»,4-,-».4-,-»,©(x3). 
Then enter the multi-player mode 
and select the newly-unlocked 
Mutator. This will give the players 
er, well, big heads. 

S5X 

Codes a go-go! 

To make these codes work, first 
press © at the character 
selection screen to access the 
options menu. Then, hold m+09+ 
cd+cd and enter the code as it 
appears below. 

Master code: 
4 /,^, 1 \-»,®,©®,® 

Running Mode: 

®®,@,®,@®,©® 

Your racer will now run down the 
courses with their board strapped 
on their back. 

Full Attributes: 

©(x5)®,®,@ 



RERDld 2 RUmBLE 
BOXING: ROUND 2 

Unless otherwise specified, these 
codes are to be entered at either 
Arcade or Championship character 
selection screen and will trigger 
the sound of a bell to let you know 
you’ve been successful. 

If a code doesn’t work, try 
resetting the game and starting 
entering it over again. 

To unlock all fighters: 

4-4“^CB4-.-»-»CDa)CB 

To unlock champion outfits: 

4- , 4* .■t .CD .CD, CD (x20),CB 

To unlock holiday outfits: 

4-. 4- . 4^T .CD (X8),GD,CD (x4).CB 
Once you’ve unlocked all the 
costumes you can select them by 
highlighting a fighter in character 
selection and pressing ©. 
Remember, not all fighters have a 
holiday costume. 

Extra camera angles: 

Here's one for Repetitive Strain 
Injury fans... 

cd(x20).cb.cd.cd.Q)(x21).cd.cd 

(xl8).CD.CD(x9).CB,CD(xl4),CD.ai 

(x5),CB,4-,->.t.i.CB 
Start at the final 
championship bout- 

Make every day a title fight day! 

CD.4^t 4 -.cd(x6).cd.cd.cd.cd 

Instant first level RUMBLE: 

Pause the game and enter 

CD, CD, 4". TT .4-. CD. CD. CD. CD 

Instant second level 
RUMBLE: 

Pause the game and enter 

CD.CD.CD. ^.f. I s ,4-,CD,CD.CD, 

CD.CD 

Instant full RUMBLE Meter: 

Pause the game and enter: 

CD,CD.CD.CD,CD,CD.CD,CD.CD.CD.CD 
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COIN-OPS 

They take our money in short bursts of gaming insanity. And we love them. 


r 1 t’s fair to say that, without the growth of 

l the arcade industry in the late 1970s and 
l Jthe arrival of classic coin-ops such as 
Space Invaders and Pac Man, the videogame 
market simply wouldn’t exist in the form we know 
it today. Back when the first consoles started to 
appear in homes across the globe, virtually all the 
games available for them had been converted 
from coin-ops, and this continued to be the case 
for years until Nintendo led the way in developing 
games specifically for its NES console and 
bypassing the arcades completely. 

With the inexorable domination of the home 
gaming consoles - and the fact that, as these 
machines grew ever more powerful, the difference 
between console and coin-op games became 
ever less pronounced - the arcades have long 
since lossed their attraction and, consequently, it's 
becoming rarer to find arcade games moving from 
the cigarette-stained cabinets of your local 
amusements to the shelves of your local EB. 

There is still innovation and quality to be 
found in the arcades though - mainly thanks to 
coin-op stalwarts Sega and Namco, who still tend 
to premier their games in arcades before 
converting them to console - and here’s a 
selection of quality coin-guzzlers that are currently 
being ported across to PS2 for some gaming 
pleasure from the comfort of your own home ■ 


F355 CHALLENGE 


Publisher: SCEE Release: March 2002 

The brainchild of Sega's Ferrari- 
obsessed design genius, Yu Suzuki - 
the man behind previous racing 
classics Out Run and Daytona - F355 
Challenge arrived in the arcades as a 
three screen cabinet containing, 
without question, the most realistic 
driving simulation ever made (the 
game even gave you a print-out of 
your performance stats at the end). 
Following an arcade-perfect 
conversion to Dreamcast last year, 
we can expect the PS2 version to be 
identical in features and quality. An 
unforgiving but outstanding driving 
experience is speeding this way. 


Publisher: Konami Release: Early 2002 

Considering it uses the very latest in 
motion sensor technology, Police 
24/7 isn't the most obvious coin-op 
candidate for a PS2 conversion. But 
that’s exactly what Konami are up to 
at the moment. This is a light gun 
shooter along the lines of Time Crisis 
but instead of having a foot peddle to 
duck, the cabinet is surrounded by 
sensors that pick up your movements 
and change the onscreen view 
accordingly. So how on earth can 
Konami translate this to console? 

With a sensitive USB web cam that | 
registers even the slightest 
movement from you, that’s how. 


SILENT SCOPE 2 


Publisher Konami Release: Early 2002 

Everyone’s favourite voyeuristic long- 
range shootist is back with a couple 
of new weapons (X-Ray Scope and 
Thermal Vision), some excellent 
multiplayer modes and a whole new 
scenario. You’re now able to change 
the views on every stage (to the 
sights of an alternative assassin), 
thus technically doubling the size of 
each level. The appeal of the first 
game - peering through the sights, 
fixing the scope on a target, putting a 
bullet in their head - still applies and 
with the bonus of a new trackball/gun I 
peripheral, Silent Scope 2 is one of 
the most eagerly-awaited PS2 games. I 


ARCTIC THUNC 
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VAMPIRE NIGHT 


Publisher Midway Release: November 

The latest in Midway’s crazy, short 
cut and nitro boost-packed Thunder 
series of racers is, as the title 
suggests, set in frozen climes to test 
your driving skills to their slippery 
limits. We’re talking exhilarating 
racing, hand-to-hand combat with 
any opponents that stray too close 
and super-fast snowmobiles, all 
wrapped up in a package of pure 
arcade adrenaline. Although the 
original coin-op failed to cause many 
ripples in the gaming pool, additional 
levels and improved graphics should 
help Arctic Thunder achieve sleeper 
hit status on PS2 this Christmas. 


Publisher SCEE Release: Feb 2002 

The bastard child of an unholy liaison 
between two of the game world’s 
biggest rival developers - Sega and 
Namco - Vampire Night is also a 
sordid coupling of the companys’ 
light gun blasters - Sega’s monster 
hit House Of The Dead 2 and Namco's 
terrorist-wasting Time Crisis. 

Traditional light gun fare, you’ll be 
skulking through a variety of spooky 
environments and busting caps in the 
asses of hideous members of the 
blood-sucking fraternity. The PS2 port | 
will be G-Con2 compatible so we can j 
look forward with violent intent to 
some light gun death in the new year. I 
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FOREST LRLU 


©, ©, @, © 

Tail sweep knocks your enemy to the floor, then 
unleash the Somersault kick. More Somersaults 
can be added to the end of your combo to really 
hammer your foe but completing this combo 
alone should do about 80 per cent damage. 


+ ®y ®, ®, ®, ®, tf®j t + 

from the onset, although, like most moves in 
Tekken Tag , it can be parried if your opponent is 
on their toes. The brutal Rave War combo 
provides the opener here, followed by a 
succession of mid, low and high kicks. A Dragon’s 


i orest Law is one of the deadliest 
characters in the game. Superseding 
_i Marshal Law in almost every way, he's 


F 


quick, powerful and has lots of awesome combo 
possibilities. This ten hitter is difficult to counter 


HEIHRCHI miSHUTIR \ + ®, ®, ®, ©, ©, ®, ®, ®, ®, ® 


r n eihachi Mishima’s fighting experience 
LJ makes him a formidable adversary in the 
l f 9 _i right hands. His age means he’s not as 
quick as he once was, but his powerful demon 
slaying energy moves can do a great deal of 


relatively slow opening can be countered by a 
quick thinking opponent - the best strategy is to 
hit them while they’re still reeling from a previous 
blow. This powerful combo opens with a forceful 
mid kick, then quickly into a Demon Backhand 


damage. Take care with this combo as its Spin. A Spinning Demon Uppercut, bolstered by a 


succession of body blows (if your opponent is still 
in range) completes Heihachi’s destructive 10 hit 
onslaught. Again, like Law’s move above, 
performing this correctly should leave your 
opponent with only 20 per cent of their life force 
remaining. Time to put them out of their misery. 


^£3 
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THE BEST 

COmBOS 

No pain, no gain. Impress friends and loved ones with our killer combos. 


I uuniNni i icii i 

Unleash the Iron Fist’s true force with these paths to punishment. 
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speedy uppercuts into a few quick jabs. Not only are 
these good moves for softening up your adversary, but the 
speed of their delivery makes them very hard to avoid or 
counter The follow up comes in the shape of a couple of 
low and medium side kicks. While your opponent is still 


NINR LUILLIRITIS 


r i espite being slightly less powerful than she was 
T in Tekken 3, Nina still has it where it counts. As 
l _j well as being extremely quick when on the 
assault, she’s also one of the best defensive characters in 
the game. This ten hit string kicks off with a succession of 


JIN KRZRfTlR 
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trying to recover from the initial attack, these will do 
maximum damage where it counts. A Spinning Backfist 
and a roundhouse kick finish off the move and should 
knock your rival spinning to the floor. This powerful 
combo will do about 70 per cent damage to your foe. 


r “i rguably the finest character in 
C9 Tekken Tog Tournament, Jin’s 
l j mixed fighting style gives him 
speed, finesse and agility combined with 
brute strength and power His hugely 
damaging uppercuts and follow-up 
juggles make him a popular choice with 
Iron Fist fanatics everywhere. This 
awesome combo gets underway with a 
Demon Reaping Backfist that is difficult 
to predict. Next comes a full force 
roundhouse head kick causing some 
severe damage. The Spinning Demon 
follow-up is the move’s most 
spectacular moment and shows 
Jin at his acrobatic best. The 
finisher comes in the shape 
of a double lift kick, 
guaranteed to leave your 
opponent feeling like 
they've just had an 
argument with a ten ton 
truck. If your adversary has 
any energy left after getting 
on the wrong end of this assault 
we’d be very surprised indeed. 
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4/, * Punch, Punch + Kick, 




countered if you recognise the incoming attack, 
but the beauty of Helena’s style is that it’s difficult 
to predict which move is coming until it’s too late. 
This balletic sequence will flatten anyone who’s 
foolish enough to get in the way. 


□UOMC + Kick, Punch, Punch, 

“□rllNC Punch, Punch, Punch, Punch 


r ^^nyane’s ninjitsu 
Cl expertise and 
1 j deadly fighting style 
make her one of Dead or Alive 2s 
most veracious fighters. Cute but 
deadly to the core, this combo 
reflects her personality with a series of j 
underhand blows and sneaky back I 
attacks. While it may be short in 
moves, the hard-hitting string 
certainly doesn't lack in punishing 
style. D0A2s fighting system isn’t 
really designed for massive combos - 
it revolves around more basic moves 
strings. However; that’s doesn’t mean to 
say combos here are redundant, far from 
it. Anyone feeling the full force of this 
furious sequence of punches and kicks 
won’t be around for long. If every blow 
connects, your opponent will not be 
getting up; guaranteed. 




□ERD OR RLIV 

Master the PS2’s most pneumatic 
beat-’em-up with these buxom combos. 


. ck .q Punch, + Punch, Punch, 

ncLCINIn Punch, Punch, Punch 


r ~i he unlikely combination of world class 
soprano singer and martial arts expert 
l _i makes Helena both sophisticated and 


very, very deadly. This multi-talented songstress 


entered the Dead or Alive World Combat 


Championship in order to discover the identity of 
her mother's murderer Graceful in everything she 
does, Helena's moves epitomise power and form - 
this devastating combo is a fine example of both. 

Just about every move in DOA2 can be 


































flying across the ring. Performed correctly, this combo is 
good for nine hits at least and can also be broken down 
into its constituent parts and mixed with other moves. If 
you fancy dipping a toe into the turbulent lake of 
experimentation, that is. 


LUlNLl (^ + ®)+ (©,©, ®, t 

r ~i ong is both quick and strong and is a great 
choice for beginners and veterans alike. His 
l j basic combos are easy to master but more 
devastating moves require a great deal of dexterity. This 
combo uses the Double Kicks Opening for a easy first 


+ ®) + (®, ®, t + ®) + (*" + ®) 

couple of hits, then switches to the powerful Ring Cloud 


which, if not already ani-morphed, switches Long into his 
Tiger form, too. The next move - Palm Hitting Rotating 
Leg is good for three more hits, then finally the extremely 
powerful Crumbling Fist finisher will send your opponent 


BRIKE 
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N "i imble, fast and fluid, this schoolgirl shouldn’t be 
underestimated because of her cute-as-a-kitten 
l j looks. Her morphed form is more half beast than 
total transformation and, as a result, her moves are less 
lumbering than most. This hard-hitting combo is pretty 
easy to pull off, but devastating nonetheless. The Thunder 


Ring provides a good opener and also sets up an air 
juggle. The next move, Thundery Skies, keeps the juggle 
going and can be repeated over and over for some truly 
massive hit tallies. The Cat Tail Kick brings things back 
down to earth, while the Devil's Declaration makes for an 
excellent finisher. As in Long's combo, Uriko’s moves can 


be mixed and matched with others as you fancy. However, 
attempting a long combo in Bloody Roor 3 only to be 
countered by your opponent will leave you completely 
exposed to attack. Here it’s best to keep things simple, so 
start off small and build on your attack from there. A small 
combo can be the perfect building block to start from. 


:::::::: 


The vicious combos in this wild, shape shifting maul-’em-up 
are pure animal magic. 


:::::::: 
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comics 

From Batman to Spidey, 
gaming super heroes aren’t 
badly drawn, boy. 

r n onsidering they share practically the 
same target audience, it’s no wonder 
u j that comics have been an influence on 
games since the very early days. American 
developer Adventure International was the first to 
secure an official Marvel license with its 
Questprobe series of text adventures for the C64, 
Atari 800, PC, etc. Written in 1984, they starred 
the likes of The Incredible Hulk, The Fantastic Four 
and Spider-Man, but only as still graphical images 
above text descriptions of each location. 

Meanwhile, over in Blighty, the huge success 
of the 2000AD comic prompted a rash of 
conversions. The best were Strontium Dog 
(Quicksilva, 1985) and Rogue Trooper (Piranha, 
1986), and the worst was a quite appalling 
platformer based on Judge Dredd (Melbourne 
House, 1987) - all appeared on the C64 and 
Spectrum. Then, in 1986, UK publisher Ocean 
shrewdly bought the rights to produce Batman 
games and employed legendary 8-bit coder, Jon 
Ritman, to create an isometric title based around 
the Caped Crusader - which turned out to be 
almost identical to Ritman’s earlier hit, Head Over 
Heels. When Tim Burton’s Batman movie came 
| be | out in 1989, Ocean still had the game rights and 
put a version of its Batman: The Movie game on 
every conceivable platform. It was one of the few 
film licensed titles in gaming history that didn't 
stink up the movie to high heaven. 

The next major development in comic book 
gaming was Capcom’s X Men.- Children of the 
Atom beat-’em-up for the Sega Saturn, released 
in 1996. The combination of comic book heroes 
and Street Fighter gameplay was massively 
successful, prompting a long series of follow-ups 
including Marvel Vs Streetfighter and Marvel Vs 
Capcom. And finally, America wrenched back its 
Marvel baby with Neversoft's excellent PlayStation 
action adventure Spider-Man (2000). 

The success of that game has opened the 
Lycra floodgates. PlayStation 2 owners can now 
look forward to several Marvel conversions 
including a new Spider-Man game based on the 
forthcoming movie, Superman from Infogrames 
(hopefully an improvement on the N64 Superman 
title that’s probably the worst comic book game 
ever), Batman: Vengeance from Ubi Soft and, 
finally, Activision’s intriguing X-Men RPG - a whole 
new genre for the comic book conversion. A 
Wonder Woman rhythm action game is no doubt 
already in the planning stages... ■ 



BRTmflN: THE fTlCME 

(1989, Ocean) 

Great movie tie-in, faithfully reproducing the key 
events and locations of the film. Features 
platform jumping, puzzle-solving and Batmobile 
racing in one convenient package. Holy diversity! 


(2000, Neversoft) 

Excellent web-slinging arcade adventure. Employs 
the game engine and all the kinetic thrills of the 
developer’s previous title, Tony Hawk's 
Skateboarding, to capture the essence of the 
mysterious wall-crawler perfectly. 


fTlRRVEL VS CRPCDm 2 

(2000, Capcom) 

Groovy, brilliantly presented Dreamcast beat-’em- 
up with loads of fighting modes and famous 
characters battling it out in flamboyant locations. 
































T—^"1 Ithough videogames have long had the 
ability to get tabloid knickers in a twist, 
L. _i DMA’s infamous Grand Theft Auto was 
the first game that - thanks to some deliberate 
tabloid-baiting from PR guru Max Clifford - truly 
crossed over into the consciousness of our moral 
guardians in the mainstream press. It even 
managed to spark a debate on Newsnight , with 
Jeremy Paxman looking suitably nonplussed that 
all this fuss could be kicked up over what was, 
after all, just a fun knockabout game. 

Infamy equals sales though, and the furore 
over GTA certainly had the desired effect in the 
retail charts. Several rubbishy crime clones 
folowed in its wake along with a few high class 
villains such as Driver and the brilliant Gangsters 
for PC. And now, with developers able to recreate 
huge sections of cities and produce sprawling 
mission-based storylines, the crime genre is about 
to pull some of its biggest jobs yet. Slaaags ■ 
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CRIfTlE 
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“Oi! Muppet! You want 
games? Ill give you games!” 
Here’s four that’ll make you 
an offer you can’t refuse. 


□RyUGHT 


It would be criminal to overlook any of these 24-Carat rogues 




Grand Theft Auto 3 

Publisher: Rockstar 
Release: October 

The third chapter in the kingpin of crime 
series’ finally gives us a game that matches 
the hype surrounding it. In glorious 3D for the 
first time, the virtual city allows you the 
freedom to steal any vehicle that takes your 
fancy and accept any mission that you 
choose. Basically, you can go where you want 
to go and do exactly what you want to do. 

The story branches out in non-linear 
routes and as you work with some gangs, 
you’ll make enemies in others. The secret is 
to keep everyone happy or be the fastest with 
the trigger finger. And with an armoury the 
size of a Third World country’s, an action- 
packed crime odyssey is assured. 


Smuggler’s Run 2: Hostile Territory 

Publisher: Rockstar 
Release: Early 2002 

A surprise hit among the PS2’s launch titles, 
you always felt that there was a better game 
lurking inside Smuggler's Run and, hopefully, 
that’s exactly what the sequel will turn out to 
be. Split over 36 missions, 17 vehicles and 
two countries (Afghanistan and Vietnam), you 
play one of a gang of smugglers moving a 
consignment of unknown contraband, under 
the watchful glare of big boss, The General. 

This time, death rather than arrest will be 
the ultimate penalty if you’re pulled over. 
Armed adversaries, minefields, avalanches 
and all kinds of other hazards stand between 
you and a successful drop off, so put your 
foot down and don’t stop for nothin’ or nobody. 


State Of Emergency 

Publisher: Rockstar 
Release: Early 2002 

With political correctness neatly bypassed, 
State Of Emergency is shaping up to be one 
of the most bloodthirsty and violent games 
we’ve ever set pork pies (eyes) on. 

Set in a quarantined, near-future city, the 
idea of this mission-based game is to 
destabilise the oppressive American Trade 
Organisation the only way you know how: by 
trashing the place and fighting running battles 
with up to 100 other characters using any 
weapons that come to hand - including the 
expected (guns, knives) and the totally 
unexpected (park benches, dismembered 
body parts). Bound to cause tabloid uproar, 
expect SOE to be, quite literally, a riot. 


The Getaway 

Publisher: SCEE 
Release: March 2002 

Taking the role of reformed gang member 
Mark Hammond, you have to fight vicious 
Cockney crews, avoid the police, play them 
both off against each other and rescue your 
kidnapped son. All at the same time. 

Set in a mind-bogglingly realistic virtual 
London, you go from mission to mission - 
stealing cars and driving like a lunatic, 
shooting it out with both sides of the law and 
scarpering on foot - to try and come out the 
other side smelling of roses. Imagine a cross 
between Driver and GTA with influences from 
a host of British gangster flicks like The Long 
Good Friday and Get Carter, and you’ll be 
close to The Getaway's criminal ethos. 












One of SCEE’s biggest upcoming titles. Part 
flight sim, part strategic war game. 


The enhanced PS2 joypad with ultra- 
responsive analogue buttons as well as sticks. 


They haven't benefited from expensive advertising or been hyped to 
kingdom come, and they certainly haven’t been flying off the shelves and 
into the sales charts. But dont let all that put you off, because these ten 
great PS2 games are more than worthy of your attention. 


With only 16 levels it’s fairly easy to complete... 


A seven chain explodes across the night sky. 


An Overlap. This occurs 
when distant explosions 
cause soft focus echoes 
that billow across the 
screen. Far out. 
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FRNTFMSION 


DUAL SHOCK 2 


... But it’s so good you’ll never tire of playing. 



Publisher: SCEE Price: £39.99 Players: 1-2 
r "i f you have a weakness for puzzle 

games, Fantavision is the equivalent of 
l _i crack cocaine. Your ‘just one more go' 
gland will be over stimulated and your dreams 
filled with colourful explosions. As with all the best 
puzzlers, the concept is extremely simple. You 
have to link together chains of fireworks and 
detonate them to create crowd-pleasing displays. 
Keep popping the rockets with a minimum of 
wastage and you’ll move on to the next location. 
That’s the basic idea. Of course, playing the actual 
game isn’t quite that straightfoward. 

Rockets or shells come in three colours - red, 
green and blue - and, to detonate the simplest 

The two-player 
split-screen 
mode is an ultra- 
competitive blast. 


combination you need to link at least three of a 
single shade: this linking of flares is called a ‘daisy’. 
As the screen fills with multicoloured shells you'll 
find that to avoid a rapidly-shrinking energy bar 
you need to combine daisies pretty darned quickly. 

Graphically, Sony has skillfully tapped into the 
mitten-wearing, frosty-breathed child in all of us, 
offering cascading blooms of light that are a joy to 
watch. The environments too, are an expansive, 
detailed mixture of cityscapes and gravity-defying 
outer space vistas. For once, it seems, we have a 
triumph of style and content. 

With just a few more levels this could have 
been a classic PS2 game. As it is, Fantavision is 
innovative, addictive and very, very playable ■ 
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Publisher: Activision Price: £39.99 Players: 1 
r 1 he story of Escape From Monkey Island 
continues the adventures of Guybrush 
L * jThreepwood, half-assed pirate and a bit 
of a blundering fool. In the previous Monkey Island 
episode, Guybrush married the love of his life, 
Elaine Marley, Governor of Melee Island. Now, 
returning from their honeymoon, they discover 
they’ve been declared lost at sea and an election 
is in full swing to find a new Governor The only 
candidate is one Charles LCharles, whose name 
is suspiciously similar to Guybrush’s arch-enemy, 
the villainous ghost pirate Le Chuck. Of course, it’s 
your job to make sure he doesn’t get into power 

The format of the game goes something like 
this: in following given objectives and searching for 
items, you talk to various characters and discover 
clues with which to solve puzzles and uncover 
more of the plot. Entertainment oozes from a 
brilliantly witty script and puzzles so crypyic and 
devious, they make The Times’ crossword look like 
the two times table. 

Escape From Monkey Island is a terrific 
example of how good adventure gaming can be. 
It’s funny, intelligent and bursting with an originality 
that drags you back time and time again. And on 
top of all that, it’s also got a drunken monkey in 
it. What more can you possibly ask for? ■ 


Evil ghost pirate Le 
Chuck reveals 
himself in all his 
fat, ugly glory. 



r 


t 




iroggoccino cup. 


(Above) A talking 
monkey. You simply 
can’t get any better 
than that (Left) Where 
does a pirate drink 
coffee? Why, at 
StarBucccaneer’s™ of 
course! Groan. 
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Head inside the, erm, head to discover The Ultimate Insult. 



The Captain knew he shouldn’t have sailed into Chernobyl. 
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(Left) It’s a race against time and the clock is always there to remind you (Right) Groovy time travel fx. 


SHRDOUJ OF 


Elke solve the riddle? 


Publisher: Konami Price: £39.99 Players: 1 
r Then Eike Kusch is murdered he finds 
I himself in a mysterious void where he’s 
l j given the opportunity to go back to the 
mortal realm and find out who killed him - and 
more importantly, why. 

While Shadow Of Memories has its 
predecessor Silent Hill at its core, the gameplay 
and story couldn’t be more different. Where Silent 
Hill transported the player between ‘normal’ and 
‘alternative’ personas of its town, SOM takes a 
time travelling route. And where Silent Hill, 
brimmed with the constant threat of violence and 
terror; there are no quick fix shocks in SOM. 

This is a slow burner whose strength lies in its 
plot. Thankfully, the story is utterly absorbing - see 
it through to the end and you’ll be left breathless 
by the revelations sprung on you. Its inventiveness, 
sheer cunning and original slant on survival horror 
will leave you slack-jawed ■ 


Damned to suffer endless deaths for eternity or can 


(Above) Hardly the 
most frightening 
character but just 
wait to see what he 
does with those 
juggling balls. 

(Left) “This phone 
has a stupid ring 
tone and I can’t 
change it!” Now 
that’s scary. 
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summoNER 


Publisher: THQ Price: £39.99 Players: 1 
r 1 hen his village is attacked suddenly 
111 anc * wit ^ out warnin S a young man 
l"j named Joseph, cursed with the 
mark of the Summoner, uses his powers to 
summon demons and fights back. But when 
the demons turn on the people, Joseph must 
depart on an epic journey to find four 
summoning rings and bring the tyranny of the 
evil Emperor and his minions to an end. 

There are multiple sub-plots running 
through the game which require a variety of 
different tasks for completion and reward you 
with fancy new weapons and magic. 
Characterisation is sublime, the plot is 
engrossing and the turn-based combat works 
superbly. Although still bound by RPG 
, confines, Summoner is easily the best 
RPG on the PS2 so far ■ 


One of the most important parts of any Role- 
Playing Game is forming a team of various 
warriors and magicians. 


The act of summrafag 
is accompanied*®^* 
some stunning effects. 


(Far left) Better 
hope bully boy 
there doesn’t get 
the horn (Left) The 
fiendish labyrinth 
packed with traps, 
puzzles and golems. 
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moK a= RRmnGEDDON 



Max the robotic 
dog has six arms 
and can assign a 
different weapon to 
each one. 







Like that other mild-mannered janitor, Hong Kong 
Phooey, Kurt is only a superhero in his spare time. 



The Doctor may only have a toaster as a weapon, 


but it’s not an ordinary toaster. It’s atomic. 





Publisher: Interplay Price: £39.99 Players: 1 

r "Ihe storyline for MDK2. Armageddon 
follows directly on from its 
l j predecessor, and comes straight 
from the file marked ‘Stereotypical Alien 
Invasion Scenarios’. Having recovered from the 
beating they took in the first game, the pesky 
ETs have returned with a new leader, Zizzy 
Balooba, and a renewed desire to command 
and conquer planet earth. As before, it’s your 
job to ensure that doesn’t happen. 

Although the game would still be 
categorised as a third-person action shooter, 
M DK2 expands on the original’s format 
considerably. Instead of merely guiding Kurt 
through the adventure, his companions from 
the first game - Doctor Fluke Hawkins and 
his robotic invention Max the dog - are now 
also playable characters. The action switches 
between them for each level and they all 
require a different approach to the action: 
Kurt’s levels are largely stealth-based: Max 
offers shoot-’em-up madness; while, fittingly, 
the brainbox Doc’s levels are puzzle-based. 

M DK2 is a big quirky, varied adventure 
with bags of ambition, most of which has 
been realised to absolute perfection. For fans 
of shooting puzzle-solving platforming and 
all-out adventuring this game has the lot 
crammed into one excellent package ■ 


FUR FIGHTERS 


Publisher: Acclaim Price: £39.99 Players: 1-4 
r ~i oofus the Scottie dog Juliette the cat, Rico the 
E3 penguin, Bungalow the daft kangaroo, Chang the 
l ^ _i diminutive firefox and Tweek the infant dragon are the 
Fur Fighters. They all live happily together with their cutesome 
babies until General Viggo - a feline criminal mastermind 
plotting world domination - kidnaps the nippers and genetically 
modifies the Fighters’ parents into monstrous, end-of-world 
bosses. Of course, it's up to the Fighters (and you) to rescue the 
babies and put a stop to Viggo’s heinous plans. 


Each member of the furry posse has a unique talent. For 
instance, Rico the penguin can swim underwater, while Tweek 
the dragon glides with his fledgling wings. And, because the 
babies can only be rescued by their own parent, it’s necessary 
to play as all six. A huge adventure, the gameplay is chock-a- 
block with bestial shoot-’em-up carnage, platform antics and 
some seriously brain-taxing puzzles to solve. It’s this gameplay 
diversity which really makes Fur Fighters such a refreshing title. 
Consistently entertaining and amusing, PS2 adventurers wanting 
something that little bit different should look no further ■ 


The bathroom is awash 
with vicious toilet ducks 
armed to the bills with 
rocket launchers. 
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The Fighters’ intrepid leader Roofus is cornered 


There are six gaming worlds each with 
numerous levels for you to explore. 
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NHL S0Q1 


It wouldn’t be an ice hockey game without 
interludes for vicious Slap Shot -style scraps. 


(Above) The TV 
angle is great for 
detail, but almost 
unplayable. (Right) 
You, Jokinen, go and 
stand in the corner. 
Foolish boy. 


The matches run at a frightening pace that calls 
for quick passing moves and instant snap shots. 


Publisher: EA Price: £39.99 Players: 1-2 
r "I HL 2001 is easily the most 
|V| impressive ice hockey game yet 
l ^ j seen. From the commentary, to 

the visuals, to the movement, to the players, 
to the bickering of the refs, to the cheering 
of the crowds, to the twinkle of the organ 
and the immersive TV-style presentation, 
everything just smacks of authenticity. 

The graphics are magnificent. Arenas 
look superb and the ice rreacts with 
incredible realism - picking up reflections 
and gradually becoming more and more 
scarred as the match progresses. The 
players’ movement has been motion 
captured from actual NHL stars, meaning 
they move with perfect fluidity and a 
shocking attention to detail. 

But it’s the variety of options available in 
NHL 2001 that is the game’s most 
commendable aspect. It’s jam-packed with 
every feature you can possibly imagine and 
all of them can be changed to suit your own 
personal preference. 

In terms of gameplay it’s much the 
same mixture of fluidity and brutality as we’d 
expect from next-gen ice hockey, with 
enjoyable scraps complementing the thrilling 
sporting action. It's all so damn hot you half- 
expect the ice to steam ■ 


0<2 



KURI KURI miX 


Publisher: Empire Interactive Price: £39.99 Players: 1-2 
r — m ~ l abbit duo Chestnut and Cream are flopsy friends sent 
E9 on a quest to find the missing moon which has 
l 9 j dramatically refused to work, thus plunging the world 
into complete tidal disarray. Stupid bloody rock. 

In order to progress their cute way through the game they 
have to help each other out of tricky situations. During early 
stages this involves little more than Chestnut throwing a switch 


to open a door for Cream, but things soon descend into total 
insanity such as unlocking a door by dancing on a giant piano. 

Ideally, Kuri Kuri should be played by two people at once (a 
single player can simultaneously control them both by using 
the analogue sticks) and as an exercise in cooperation, there’s a 
simplicity and an ingenuity to this puzzle game that means 
once you've cracked it open you can hardly stop playing ■ 


Only teamwork can get you past the devilish 
clutches of this evil totem pole boss. 


Attacking a big, frilly polar bear in rubber rings. 
It’s everyday stuff for these rascally rabbits. 


The game’s vibrant 
cartoon world is 
instantly appealing. 















Nobody makes 
mechs quite like the 
Japanese make 
mechs. The design 
and animation is 
superb throughout. 


Publisher: Konami Price: £39.99 Players: 1 
r 1 apan at the end of WWII. In an alternate 
I reality, the bomb never happened and 
L j the country has been divided three 
ways: Russian Japan, The Collaborators and the 
Japanese Republic. Somehow (let’s not ask) 
mechanoid technology emerges and quickly 
becomes the principle offensive weapon in the 
new Japanese War. You are a trainee mech pilot in 
a battle simulation when something goes horribly 
wrong - a prototype mech with superior fire-power 
is hijacked in broad daylight. Because you were 
training against it at the time, you’re ordered to 
pursue it. Lucky you. 

The chase to prevent the mech escaping the 
mainland begins across the plains of Japan and is 
played out in a series of turn-based attacks. The 
thrill of walloping bloody great warheads into 
enemy robots on the far side of the battlefield and 
mowing down batallions of troops is unsurpassed. 

Ring Of Reds surprising appeal is born 
through an amazing balance of strategy, user- 
friendly interface, lethal robots and plenty of gut 
spillage. The gameplay is top class and represents 
yet another triumph for Konami ■ 




As well as attacking 
mechs you can mow 
down enemy troops. 


RING OF RED 


Although the combat is turn-based, battles are extremely fast and fluid. 



•00.0 Tiberius 


Publisher: EA Price: £39.99 Players: 1-2 
r i ike an anti-gravity Wacky Races 
i charged to the piston rings with 
L j hilarious elements of arcadesters 
like Crazy Taxi, then sprinkled with a fine 
dusting of SSX s head-over-heels mayhem, 
Rumble Racing kicks out the jams and goes 
faster than a greased ferret. 

It’s packed with improbable ramps, 
massive courses, shortcuts and competitor Al 
that borders on the psychotic. There’s also a 
slew of hilarious power-ups: cue car-flipping 
cow snatchers, wheel-flaming super traction, a 
kind of snowball/custard splat grenade, oil 
slicks, massive comedy bombs and, the daddy 
of them all, a full size twister which'll pick up, 
suck in and spit out all the opposition in one 
fell swoop. 

In one-player mode it’s the standard 
Championship/Cup affair which unlocks 
tracks and cars ready to be used for the 
outrageous two-player action. The more you 
play Rumble Racing the better it gets, until 
you wonder exactly what it was you did 
beforehand. As concerned with crazy airborne 
stunts as it is with blistering speed, its ‘just 
one more go’ factor simply cannot be 
ignored. Quite simply, this is the PS2’s first 
great after the pub racer ■ 


-01.1 Purple Hue 


Darwin may need a new one when that car lands 
on him... an autobody, that is. 


Up: 00:38.42 
Total: 02:13.24 


(Far Left) Hit that 
turbo boost and 


watch your motor 
fly (Left) The twister 
power-up will 
decimate the 


opposition. 


RUfTlBLE RRGNG 


L J 
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r ~i he DVD revolution isn’t 
T just beginning, it has 
l 1 j already stormed the 
barricades and chopped off those 
ageing VHS heads on the 
guillotine of home cinema. Just as 
CDs replaced vinyl in the music 
market the digital express has 
roared past the humble VHS tape 
in the movie world, and there’s 
simply no stopping it. 

For those of you yet to 
experience the magic of DVD, here 
are three reasons why you should 
discard your video collection 
forever. First off, their crystal clear 
digitised picture and sound make 
the low-definition VHS tape seem 
medieval. Secondly, DVD enables 
such great features as instant 
scene access and superb pause, 
rewind and fast forward functions. 

Finally, and most importantly 
for film fans, the massive storage 
capacity of DVDs means they can 
hold all kinds of extras such as 
documentaries, commentaries 
and deleted scenes. On the right 
are ten of the best examples of 
great film-great features-great 
DVD. Happy viewing ■ 



Film: The Alien franchise may be a 
case of gradually diminishing returns 
but along with Star Wars, its without 
question the most consistently 
entertaining sci-fi series. The first two 
movies are all-time classics and even 


the weaker third and fourth instalments | 
are highly accomplished exercises in 
action and terror. 

Extras: A superb bonus documentary 
DVD on the history of Alien. Interviews. 
Commentary. Deleted scenes. 


so 




£19.99 


Film: The 

exist and the human race is living in a 
virtual reality, created by our computer 
masters to keep us In ignorant 
subservience. Well, the premise of The 
Matrix is certainly more grounded in 


add cool shades, kung-fu and lots of 
guns to the action pot, you’re looking at 
one of the best blockbusters in years. 
Extras: Documentary. Four featurettes 
focusing on the special effects. 


i 
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SE7EN 


Se 'ffv 




Entertainment In 

Video £19.99 I_ 

Film: A serial killer is creating his 
homicidal work of art by murdering 
people according to the Seven Deadly 
Sins. Veteran cop Morgan Freeman and 
his new, hot-headed partner Brad Pitt 
are assigned to the case and their lives 



will never be the same again. David 
Fincher’s classic is a relentless journey 
into living hell with a rare intelligence 
both in theme and execution. 

Extras: Four commentaries. Deleted 
scenes. Concept photos and artwork. 


s 

Q 



Film: PixaTs ground-breaking CG movie 
and its sequel that, incredibly, managed 
to improve on the original, represent 
the benchmark in modern animation. 
Superb action and comedy and 
memorable characters make the 


adventures of Woody and Buzz among 
the best films of recent years. 

Extras: The most feature-packed DVD 
set available: documentaries, interviews, 
outtakes, commentaries, deleted 
scenes, short films and loads more. 



Film: The Oscar-winning epic is a 
triumphant return to the sword and 
sandles formula with Russell Crowe in 
a star-making performance as 
Maximus, the general reduced to a 
slave, determined to have his revenge 


on the evil Emperor Commodus who 
murdered his family. 

Extras: Making Of documentary. 
Deleted Scenes. Commentaries. 
Gladiator Games - Roman Blood Sport 
documentary. And much more. 




Film: David Lean’s biopic of maverick 
soldier TE Lawrence is the epicest of 
epics. Shot on location in the desert, a 
cast of, literally, thousands was used to 
illustrate the perversity and 
determination of one man who took on 


the Axis, the Arabs, the Allies and, 
ultimately, himself and beat them all. 
Extras: A superb Making Of 
documentary which includes rare 
footage of Lean at work Interview with 
Steven Spielberg. Four featurettes. 



Columbia TriStar 
£19.99 


Film: Martin Scorsese's and writer Paul 
Schrader’s vision of hell as NYC seen 
through the eyes of crazy cabbie Travis 
Bickle (De Niro), is a powerful, disturbing 
landmark in cinema. A loner adrift from 
society, Travis applies his perverse 


morality to cleaning up the city streets 
and saving a young prostitute (Jodie 
Foster) from her dead-end life. 

Extras: A fantastic 70 minute Behind 
The Scenes documentary. Storyboard to 
film comparison. Original screenplay. 



Film: Unless you've seen it recently, you 
probably wont realise just how 
magnificent Jaws actually is. A film that 
has everything - scares, laughs, action, 
tension, you name it and it's here - 
what ultimately makes this one of 


cinema’s greats is the beautifully-judged | 
relationship between the three shark 
hunters, Brady, Quint and Hooper. 

Extras: A genuinely enthralling 50 
minute documentary. Ten deleted 
scenes, outtakes, storyboards. 


p THE TERMINATOR 



Film: Directed by the man responsible 
for Piranha 2: Flying Killers and starring 
an ex-Mr Universe with more muscle 
than acting talent, The Terminator 
somehow overcomes these 
unpromising origins. Thrilling from start 


to finish, the movie’s Just as relentless 
as the cyborg killer of its title. 

Extras: Stills gallery. Nine deleted 
scenes. A Retrospective feature with 
James Cameron and Amie. Plus a Cast 
and Crew Recollections documentary. 



FIGHT CLUB 


Fox 

£24.99 


Film: David Fincher’s tour de force 
packs a knockout visceral and 
intellectual punch. Edward Norton plays 
the insomniac salaryman who is 
rescued from his numb existence by 
Tyler Durden (Brad Pitt), a wise-cracking, 


soap-selling anarchist. What follows is 
an extraordinary, subversive farce, that’ll 
disorientate you for weeks. 

Extras: Cast and crew commentary. 
Behind-the-scenes vignettes. Deleted 
scenes, art galleries and loads more. 


BAS 
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"YEARS OF HARD GRAFT\ 

STRICT DIETS AND TEN MILE RUNS 
NOT INCLUDED. 


PlayStation.2 


Simply step into Rio's boots and away you go. This Is Football 2002 lets you be any one of 5000 world class players. Featuring lifelike facial graphics, plus names and 
numbers on shirts, it leads the way for football games on PlayStation 2. This is the closest you'll get to the real thing - not to mention a lot less hassle than training. 


www.tif2002.com 


PlayStation 2 

® THE THIRD PLRDE 
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ECCO THE DOLPHIN 

Sega’s bottle-nosed mascot, swimming onto 
PS2 soon to save the earth from eco disaster 

THE EMOTION ENGINE™ 

The PS2 , s processing chip. So powerful it can 
create a visual realism that inspires emotion 




VERTICAL & 
HORIZONTAL STANDS 

£19.99 

Designed to give your PS2 extra 
stability and complete the 
blue/black aesthetic. Considering 
the PS2 is a sturdy piece of kit, 
there's little practical need for 
them - unless you're a perverse 
type who enjoys placing the 
console in precarious positions. 





RGB SCART £34.99 

Splits the image into its component 
colours - red, green and blue - and 
sends them to the IV separately to 
get the ultimate picture. Buy one. 





The must-have PlayStation 2 peripherals that no serious 
gamer should have to live without. 


8MB MEMORY CARD £27.99 

Although you’re free to use old PSone Memory Cards on your new 
black box, they’ll only be useful if you’re taking advantage of the PS2’s 
backwards compatibility. PS2 game saves, on the other hand, require 
. the increased capacity of the 8MB memory card. 







MULTITAP £29.99 

Looking for all the world like a diminutive PS2 but with just enough 
surface area for four controllers and their accompanying Memory 
Cards to hook up to it, the Multitap is an essential purchase. Fork out 
for two, and the world of eight-player gaming can be yours. 



DUAL SHOCK 2 £19.99 

Digital? Pah! Digital shmigital. In the world of game controllers, analogue 
is now king. The original PlayStation Dual Shock had analogue sticks 
but digital buttons. The Dual Shock 2 might look identical but it's now 
fully analogue with buttons that can detect 256 degrees of pressure. Let 
us explain... 

Imagine you’re playing a beat-’em-up. With a normal Dual Shock, a 
kick is a kick however hard you’re hammering the (x) button. With the 
Dual Shock 2, the force of it is proportional to the pressure you exert. 
Gently tap (x) and your fighter will knee his opponent in the family 
jewels. Slam that button hard and he'll flying kick him into the middle 
of next week. Playing a football sim?A small stab of © will produce a 
weak shot while a hard press will slam the ball into the roof of the net. 

The possibilities are endless. Whether minutely judging top spin in 
a tennis title or gradually accelerating out of a Gran Turismo 3 corner, 
the future is here - and it’s very sensitive. 
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GT FORCE STEERING WHEEL £59.99 

Available both separately and packaged with the game that gives it its 
name, this sturdy wheel and pedal combo is the best we've ever 
encountered. In tune with GT3’s handling physics to a pitch-perfect 
degree, this is the ideal driving aid. 



G-CON 2 LIGHTGUN PRICE TBA 

The redesigned G-Con looks sexier, is much lighter, has new ‘clip’ and 


‘hammer* buttons and is even more unerringly accurate. Like the 


PSone version, it plugs into the USB peripheral port with a secondary 


lead slotting into the accompanying multi-out adapter. 
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r n egend has it that Square was on its last 
I legs when Hironobu Sakaguchi came up 
l jwith the idea of creating an RPG like 
Enix’s hugely successful 1986 title, Dragon Quest 
The resulting game, Final Fantasy, was released 
on the Nintendo NES in 1987, and added several 
new features to the genre, including named 
characters (rather than just warrior types), 
individual spell effects and something resembling 
a plot. The game was a huge success prompting 
nine sequels so far, plus a couple of spin-offs: the 
excellent war game Final Fantasy Tactics on 
PlayStation and the Final Fantasy Legend series 
on Gameboy. As well as the visually stunning but 
mediocre film Final Fantasy The Spirits Within. 

The important thing about the series is that 
each game Is very much a separate entity. Not 
only are the characters, settings and stories 
different for each, but Square has also continually 
modified the fighting, spell and class systems, 
trying out radical new ideas every time (like the 
famed ‘job’ system of FFVorthe adaptable ‘relic’ 
system of FFVI}. The turn-based combat has 
gradually evolved, introducing real-time elements 
more compelling to non-RPG fanatics. 

But the series hasnt always been the 
massive global brand it is now. Although Final 
Fantasy I received a limited western release, 
gamers outside of Japan had to wait until Final 
Fantasy VI (confusingly known as Final Fantasy III 
in the US) for a decent roll-out. Not that Square 
was really suffering - by the end of 1994, the 
company had sales of ten million NES and 
SNES cart under its belt. 

And then in 1997 came Final Fantasy VII for 
the PlayStation. Making good use of the powerful 
new CD-ROM format (as opposed to the limited 
carts of the NES and SNES days), Square stuffed 
the game with lavish CGI sequences, filling out 
the plot of Cloud’s fight with the Shinra 
corporation. FFVII shifted two million copies on Its 
first three days in Japan and millions more units 
worldwide, catapulting the RPG genre into the 
mainstream at last. FFXI, due for release on the 
PlayStation 2 in autumn (Japan), is set to 
completely alter the course of the series once 
again. Inspired by the likes of Meridian 59 and 
EverQuest it’s going to be an entirely multiplayer 
online experience. Here’s hoping that Sony can 
get its modem situation sorted by then ■ 


uy not immerse 
all time? 


LRNDfTlRRK GRfTlES 


1. Final Fantasy (1987) 

The NES game that started it all. A huge success in Japan. 


1. Final Fantasy V (1992) 

One of the finest RPGs for Nintendo’s SNES console. 


1. Final Fantasy VII (1998) 

PSone’s greatest RPG. An unforgettable experience. 


1. Final Fantasy X ( 2001 ) 

Selling like hot cakes in Japan, this is an instant PS2 classic. 
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FACES 


Take your photo with a digi-cam, connect it to 
a PS2, see your face in-game. The future’s here 


FULL MOTION VIDEO 


The CGI cut-scenes used to flesh out games’ 
plotlines. Dominated FFVII' not so prevalent now 
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The beautiful game, isn't it? Young boys, jumpers for goalposts, in the local park, avoiding dog mess. Nah, 
forget all that nonsense. If you’re looking for top footie action, look no further than these classy PS2 stars. 


// 



Publisher: SCEE Release: November 
The motto for the latest in the FIFA series is 
‘reinventing the beautiful game’. Its simplistic 
gameplay model has finally been given the 
overhaul it has long required. FIFA 2002 
features a more realistic, representative 
passing model where you have to accurately 
judge the weight and direction of your pass, 
whether along the ground or in the air. 
Naturally, the freedom now afforded you 
would be worthless without a similar 
overhaul of FIFA’s Al. It’s fortunate, then, that 
your team-mates in FIFA 2002 can now 
make searching forward runs to collect 


through balls, and you can even prompt 
these runs yourself. One-two passes are 
possible, and use of the bottom shoulder 
buttons applies bend to long passes, crosses 
or shots, these changes alter the whole 
complexion of the game. 

EA’s games have always come with 
glossy presentation and FIFA 2002 is no 
different. Making use of over a hundred 
licences in order to have the real players, 
playing for the real teams, in the real strips, 
in the real stadiums, in the real competitions. 
The big question is, will FIFA 2002’s gameplay 
be as impressive as its presentation? 


GO T0 



Sports 

Sprint here to 
discover the top five 
sports stars currently 
available for PS2. 
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PRO EVOLUTION SOCCER 


Publisher: SCEE Release: November 
It’s sold over half a million units in Japan we 
can’t stop playing our prized import copy 
and, now, finally, Winning Eleven 5 is coming 
to these shores. Spawned from the genre¬ 
leading ISS Pro Evolution series on PSone, in 
the UK the game will be known as Pro 
Evolution Soccer to distance it from 
Konami’s other, more arcade-style PS2 footie 
star, ISS - and hopefully make things a little 
less confusing for you lot out there. 

Pro Evolution Soccer is the PS2 update 
of ISS Pro Evolution Soccer 2 but the 
difference between the two is far more than 


just prettier graphics. It’s a drastically 
improved game all round with faster, more 
intelligent players, crisper passing, incredibly 
realistic animation, better ’keepers, accurate 
player stats and skills - Zidane, for example, 
has superb dribbling talents and a special 
foot-over-the-ball skill that only he can do - 
and some spot-on player likenesses. 

For those of you familiar with the PSone 
version, the simple fact is that Pro Evolution 
Soccer is still the beautiful game you know 
and love, but now its infinitely more talented. 
With a few changes being made before the 
UK release, just pray they don’t mess this up. 
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Amusing and highly controversial car-jacking 
crime series. Hare Krishnas beware! 


The designer of the PlayStation 2 exterior. 
Inspired by outer space and life on earth 


GO T0 

Racing 

Accelerate here to 
see the best racers 
available for PS2. GT3 
may well be there... 
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GRAN 

TURismo 


TEIYU GOTO 


GRAND THEFT AUTO 


L S0j If you’re talking about racing games, you’ve got to be talking about Gran Turismo. We look under the 
bonnet to discover the past, present and intriguing future of the greatest ever series of driving simulations. 


r n ran Turismo. Four years ago the phrase meant 

nothing to the majority of the world’s population - 
l j unaware that this is what the car model prefix GT 
(as in Golf GTi) stands for. Now everyone who knows games 
knows what GT means. The Gran Turismo series has shifted 
many millions of units. And there will surely be millions 
more as the franchise progresses. 

The story of this momentous series goes way back to 
1994, when Sony Computer Entertainment brought 
together a small second party development team to create 
a racer for its forthcoming PlayStation console. The result 
was Motor Toon GP, a colourful cartoon-style racer with 
visuals designed by legendary manga artist Susumu 
Matsushita. Despite the comic graphics, the development 
team - headed up by Project Director Kazunori Yamauchi - 
wanted to create an authentic driving experience, so the 
game featured accurate handling dynamics and true 
suspension. A small hint at what was to come. 

A sequel to Motor Toon GP followed in 1996, but 
Yamauchi had already started looking into creating a truly 
realistic driving simulation, featuring the sort of tuned-up 
production cars he and his team were obsessed with. And 
they knew they weren’t alone. At night the highways of 
Tokyo are filled with young men challenging each other to 
illegal races in high-spec Nissans, Toyotas and Subarus. 


The street car-obsessed boy racer was a massive, yet 
untapped, potential market. SCEE finally relented and 
work on Gran Turismo began. 

On December 23,1997, the game was released in 
Japan and made a massive and immediate impact. The 
sheer scope of the experience was breathtaking. Players 
could access a selection of over 200 production cars 
(although many of these were slightly different models of 
the same vehicles - the Skyline GT-R and Skyline GT-R V- 
Spec, for example) and then tune almost every aspect of 
each one. Once a garage had been assembled there were 
13 cups to take part in, three racing licences to earn and 
an entirely separate arcade mode to motor through. And, of 
course, at the base of it all were the scarily-realistic physics 
- every car handled differently and accurately - a factor the 
team ensured by selflessly driving many of the real vehicles. 

Work on a sequel began almost immediately. Yamauchi 
reckoned that Gran Turismo had used something like 75 
per cent of the potential power of the PlayStation; GT2 
would aim for 100. When the game made its debut in 1999, 
it was clear where the extra oomph was being distributed. 
Gran Turismo 2 featured enhanced visuals, over 500 car 
models and 27 circuits. Inspired by the first game’s 
international success, the designers looked further afield for 
car manufacturers and circuit locations: hence the 


inclusion of Mini, Jaguar XJR and Audi TT models, and 
tracks in Rome, Tahiti and Seattle. Finally, the game’s 
labyrinthine structure was expanded to include rally driving 
as well as multiple arcade and simulation options. So, in 
effect, GT2 covered almost every driving sub-genre. No 
wonder it sold so well. 

Which leads us to the current title in the series - Gran 
Turismo 3: A-spec. This PS2 incarnation reduces the number 
of cars to just over 150, removes the whole second-hand 
car element from GTI and 2 and offers just four new 
courses. But all that pales into insignificance next to the 
radically-improved visuals. Sunlight streams through trees, 
real reflections hit the sides of cars and dust particles spray 
off dirt tracks, all at 60 frames per second (or 50 on PAL, of 
course), which is double what GT2 chugged out. Also on 
offer is the six-player i-Link mode, bringing home the kind of 
addictive multiplayer racing experience only previously 
available through linked Daytona cabinets. 

As for the future, Polyphony is undoubtedly working on 
new progressions of the GT name. Yamauchi has talked 
about an online version ( Gran Turismo Network) and there 
have been rumours of a B-spec title, which would either be 
a modification of A or a totally new sequel. Whatever the 
case, the next game is at least 18 months away - which is 
just about enough time to finish the masterful A-spec... ■ 
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THE GRTT1E5 

1 . Gran Turismo (1997) 

A revolution in driving games with its huge, in- 
depth GT mode, Gran Turismo set the standard 
for the future of the genre on all formats. 

2 . Gran Turismo 2 (1999) 

More cars and tracks and a new rally mode 
meant this actually surpassed the original. 

3 . Gran Turismo 3 : A-spec (2001) 

Classic gameplay coupled with beautiful 
graphics make GT3 the new benchmark. 


What inspired you to create Gran Turismo 
in the first place? 

When I was 15 I had a dream to create a game which 
met my ideals of a racing game. This happened in 1993 
when I had the right environment to start building the 
first of the Gran Turismo series. Gran Turismo 3 takes 
me closer to the game I have always dreamt about. 


How did you think the original Gran Turismo 
would be received by gamers? 

We never expected Gran Turismo to become such an 
extraordinarily popular title. It has been a real thrill for 
us to see the stocks in the game shops being picked up 
by gamers and carried off to the cash desk. 


We put our foot down and catch up with Kazunori 
Yamauchi - head of Polyphony Digital, extreme 
petrolhead and creator of the Gran Turismo series. 


What has PS 2 enabled you to achieve that you 
weren’t able to do before? 

From the outside, the overwhelming improvements that 
have been made to the graphics and sound. From the 
inside, there’s the high levels of calculation, speed and 
power, which was only really available with the extra 
power of PS2. This led to the realistic and smooth 
driving feel. Issues we were especially conscious about 
were the graphic expressions - the quality, style, design 
and many other aspects in which we hoped to establish 
a standard for PlayStation 2. 


What are Polyphony planning to do next? 

Soon I hope to start work on a new project, although I 
don’t know the specific genre. Starting from Gran 
Turismo 2 through to the current Gran Turismo 3, we 
have been ‘creating’ continuously for four years straight 
without vacations. I think we need a little break. 
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PHIL HARRISON 

SCEE Vice President currently organising the 
exciting online plans for the PlayStation 2 

HERDY GERDY 

Core Design’s hilarious and utterly unique 
herding adventure arriving on PS2 this winter 
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Eleventh Commandment: ‘Where there are games there must also be tips’. In the following 
pages we present hardcore tippage of the four playable demos on this issue’s DVD. 
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mOTO GP 

DONNINGTON TRRCK 

Who needs four wheels when two can be even better? Join us on a 
virtual tour of our demo of Namco’s easy rider, Moto GP. 


The Moto GP demo coiled ready for action on 
your DVD gives you the chance to hurtle around 
the UK’s very own Donnington track. It's a 
demanding course, with some beautifully fast, 
lazy turns sitting alongside a set of the tightest 
hairpins you’re ever likely to meet on two 
scorched wheels. The thing is, you have just one 
lap to get you and your Honda AC50M to the 
front of the pack, so you're going to have to pull 
off a blinding ride to get there. 

To give you the inside edge on the 
competition, allow us to take you on a whistle 
stop tour of every punishing inch of the 
Donnington track. 

THE START 

You start at the rear of the grid, so put your foot 
down. It’s the start after all and it’s placed on a 
mid-length straight, so make the most of the 
opportunity to keep the pack close to you. It’s a 
good idea to head over to the left edge of the 
track in preparation for the first corner. 

REDGATE 

This turn comes with a handy ‘brake here’ 
landmark in the shape of the pit lane exit. Pass 
this and take the edge off your speed. Judge it 
just right and you should be able to take Redgate 
late, coasting at speed without any further need 
for braking. The turn has a relatively generous 
exit, allowing you to accelerate smoothly towards 
the Craner Curves. 

CRANER CURVES 

These are a sweeping, downhill right to left that 
were made to be taken at speed. If you feel the 
bike heading wide on the second turn, simply 
ease off the acceleration and find your line again. 
By the time you approach the Old Hairpin at the 
trough of the hill you should be well placed to 
move up the pack. 


THE OLD HAIRPIN 

If you're not prepared, this relatively tight turn can 
catch you off guard after Craner. The good news 
is that since the corner is at the bottom of an 
incline, you'll find that as you brake the 
downward pressure will give your bike more grip 
than you might expect. For this reason, and for 
the wide exit, it’s possible to keep a lot of your 
speed with you intact through the turn. 

SCHWANTZ CURVE TO McLEAN’S CORNER 

Immediately on exiting the Old Hairpin, move to 
the right of the track in preparation for Schwantz. 
This turn doesn’t hold any major surprises, but 
it’s important to keep to its inside edge if you 
want to position yourself correctly for the much 
sharper McLean’s Corner. By keeping left it’s 
possible to brake in a straight line heading 
directly for McLean’s rumble strip. Once you're 
through, ease on the acceleration taking you up 
towards Coppice. 

COPPICE TO STARKEY’S STRAIGHT 

After McLean’s, Coppice is a generous corner. If 
you take it early with only a touch or two on the 
brakes and drift wide into the exit, you can keep 
a respectable pace as you head into Starkey’s 
Straight. Here you should make the most of the 
opportunity to accelerate past a handful more of 
the other riders. But keep your wits about you. 
This is the fastest part of the track, but it leads 
into the very unforgiving Forgarty’s Esses. 

FORGARTTS TO THE MELBOURNE HAIRPIN 

There’s nothing for it but to bring your speed 
right down to take this viciously tight left-right 
well. Brake early and it’s possible to keep enough 
agility in your bike to avoid any need for clumsy 
acceleration mid turn. With a bit of practice you 
can make the bike’s post-braking power work in 
your favour. Once through, bring the speed up 





briefly, then back down for the Melbourne 
Hairpin. As always with hairpins, it’s better to go 
in slowly and accelerate smoothly out. 


GODDARDS TO CHEQUERED FLAG 

A very short straight will take you to 
the final hairpin, Goddards. 

Another tight turn this one, 
keep to the right on the 
approach and, by taking it 
late, you’ll be in a great 
position to accelerate 
cleanly into the final 
straight, with ample 
opportunity to 
overtake a few more 
struggling riders. 
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1. There’s every opportunity to move up the grid a 
fair number of places before the track's first right 
hander, as the cars all jostle for position. However, 
any advantage you seize here can easily be lost if 
you don’t get to the left edge pretty sharply. Failing 
to do so can leave you squeezed out of the 
running on the inner edge of the turn, or worse 
still, exiting it too wide and ending up in the kitty 
litter on the far side. Brake in good time and turn 
early. This will set you up nicely for the uphill 
struggle of the S curves ahead. 

2. The Suzuka East track throws its worst at you 
straight away, in the form of a tightly troublesome 
left-right-left-right. The key here is not to be 
intimidated and turn the other drivers’ caution to 
your advantage. Take the first left at full speed, then 
ease on the brakes moderately for the following 
right. Then power up 

once more to take the ■ — 

second left at speed 

again (with only the slightest dab on the ** 

brakes if necessary). The last right 

however demands respect in 

the form of some serious M Bl 

braking. Do this and you’ll ; 

be able to pass a few feint 

hearts on the way up the ilBHL. ^ 

hill. It’s also possible (although iMlaJ 

not very sporting) to undertake at 

speed, using another car as a 

useful braking wall. 

3. The wide hairpin that follows is 
a perfect place to get cocky and 

end up slipping off the outside edge of 


the turn, losing you time, positions and the 
respect of friends, family and loved ones. So watch 
your line as you power around the turn. If you 
keep your head, then this is a superb place to 
overtake a fair few cars. Feel like you’re driving 
wide? Ease off the acceleration for an instant. You 
shouldn’t need to use you brakes for this one. 

4. You’ll exit the hairpin onto a short straight, but 
since the last turn (right) is a generous and lazy 
one, you can afford to pile on the mph as you 
cruise into the final stretch. By the time you pass 
the finishing line after your first lap, you should be 
devouring pack places like they’re going out of 
fashion. Now remember to get into position for 
that first turn again, as you’ve got two more laps 
to go. Piece of cake, right? 


0>30.S2 

IWfctonnaaa! 


DRIVETHROUGH 


LE fTlRNS 

HOURS 

SUZUKR ERST 


Okay, so you start this three lap race from the rear of the grid, but 
that’s not a problem. With our walkthrough and a little practice, 
you’ll be coasting past the chequered flag in first place every time. 
Gentlepersons... start your engines! 


MlCHELlNir 
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RUGBU 



Forget about the odd-shaped balls and just check out all that 
Pringle knitwear in the bar afterwards. Yes, Rugby may not boast 
the glitz and sheer OTT spectacle of its American counterpart, 
but it’s demanding, strategic and hard as nails. What follows is a 
fine selection of tips for EA’s superb rugger sim that will have 
even hardened footie fans converted in no time at all. 



MASTER TIPS 

1. PLAY AS ENGLAND 

2. DONT PLAY AS AUSTRALIA 

3. SEE RULES 1. AND 2. 

RUNNING 

1. Never go backwards. No matter how many hairy 
neanderthals are bearing down on you, there are 
always options to get the ball forward or, at the 
very least, to stand your ground. Look for a gap in 
the defensive line and head for it. Or better still, 
start running elsewhere, then change direction on 
the D-pad. Your player will perform a feint and will 
briefly throw the opposition off. 

2. Of course, running forward (remember to hold 
down © to sprint) is good, but keeping 
possession is much better in the long run than 
suicidal solo missions. So unless you’ve 
wrongfooted most of the other team and have a 
clear field, pass. It’s a good idea to alternate 
passes left and right (cd and go) and, wherever 
possible, bypass receivers to further confound the 
opposing players’ expectations. To bypass 
receivers, simply tap gd or Q) quickly up to three 
times in a row, depending on how many backs 
you would like to skip. 

3. It’s also a good idea to make dummy throws. To 
do this all you have to do is press CD or id as 
usual, but then press the opposite button before 
your player lets go of the ball. With a little practice 
you can leave the dummy to the very last 
moment and maximise its effect. 

PACK PLAY 

1. Winning scrums, rucks and mauls in Rugby is a 
matter of careful timing and anticipation. When a 
ruck or a maul starts during open play, take the 
advantage by binding more players to the pack as 
quickly as you can - pressing © will do this. As 
you bind players, vertical bars of an energy meter 
will appear. Once full, pressing t will get your 
forwards pushing, while ® takes care of the 


CONTROLS 

Open Play 

(d/cd Pass left/right (with ball) 

® Punt/Drop kick (with ball) 

© Up and Under (with ball) 

® Grubber kick (with ball) 

® Soccer kick (loose ball) 

® Tackle 

© Change player (without ball) 

© Hand off (with ball) 

cd Defensive touch-down 

Set Play Kicks 

® Kick 

D-pad Elevation increase/decrease 
Set Play Kicks at goal 
® Kick at goal 

D-pad Elevation increase/decrease 
D-pad Rotate left/right 

®/@ Velocity increase/decrease 
(d/cd Curl kick left/right 

Tap Kicks 

® Tap, pick up and run forward 

(d/cd Tap, pick up and pass left/right 

Pack Play 

D-pad t/^ Pack push/dig 

D-pad «-/-» Wheel left/right 

(scrums) 

® Put-in (scrums) 

® Rake (scrums) 

(d/cd Pick up and pass left/right 
(b/cb Pick up and run left/right 
® Pass back (scrums/rucks/mauls) 

© Bind (rucks/mauls) 

Line Outs 

Any Throw 

® Catch 

® Tap out 


raking or handing of the ball back to where your 
hooker (and therefore your backs) can get to it. 
Trust us, it’s easy when you know how. 

2. However, pushing tires your pack of forwards 
out, and this will show as a falling energy bar. If 
this happens when you’re yet to gain possession 
of the ball, it’s time to press <1 and dig in. While 
you do this, the opposing forwards will have a 
tougher time pushing you back and your forwards 
can rest for the next onslaught. 

3. Don’t let your forwards energy meter drop to 
zero, as this increases the time it takes for their 
energy to return and you’ll most likely lose 
possession in the long run. 





KICKING 

Used wisely, kicks during open play can be a great 
way of gaining considerable ground without losing 
possession. The Grubber Kick is a short football- 
style kick along the ground, but is a relatively risky 
way of getting the ball past the opposition. 

The Punt is an aerial kick towards the 
opposing team that relies on your forwards 
running to tackle the unfortunate sod who 
catches the ball before he can regain ground. 

The Up and Under is an aerial kick with little 
forward momentum, that’s designed to give your 
forwards time to run under the ball and recover it. 
A good move in a tight situation. 


GO T0 

DVD Contents 

Go here for all the 
information on this 
issue’s packed and 
pucka DVD. 
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Just tell yourself, it’s only a game, 


r it's'not surprising, once you’ve met the 

| sort of people who develop videogames, 
l jthat horror and violence have been genre^ 
staples since the very beginning. The first ever 
controversy was back in 1976 when the now 
defunct coin-op manufacturer Exidy brought out 
an arcade game based on the futuristic car race 
horror film Death Race 2000 - a game that gave 
you more points for running over pedestrians. 

The visual limitations of home computer and 
arcade hardware in the Eighties didn’t stop a rash 
of horror games. Domark produced an exploitative 
C64 conversion of Friday The 13th in 1985 and in 
the following year, a developer named CRL was 
awarded the first ever BBFC certificate for its 
Dracula and Wolfman adventures (C64, Spectrum, 
Amstrad) filled with digitised images of random 
gore. The only highpoint was Namco’s insane 
Splatter House (1988), a scrolling chainsaw-’em-up 
featuring a lead character in a hockey mask - 
again inspired by Friday The 13th. 

The advent of CD-ROM technology in the early 
Nineties meant that developers could suddenly fill 
their games with low-quality film clips, or FMV (Full 
Motion Video) footage - which gave rise to the 
‘Interactive Movie’genre. Predictably, horror was a 
favourite theme as FMV finally made realistic gore 
possible and of course a BBFC certificate gave 
these mostly terrible games a bit of kudos. 

There are dozens of examples. Trilobyte’s 
haunted house duo - Seventh Guest and Uth 
Hour (PC, 1994) - combined ultra-simple 
adventure ‘gameplay’ with lengthy FMV interludes. 
Meanwhile, Sierra’s Phantasmagoria was a dark 
interactive horror movie inspired by the works of 
Stephen King and Edgar Allan Poe. The game used 
seven CD ROMs and a cast of failed actors to tell 
a ghost story set in a New England mansion. ( 

The most notorious interactive movie title 
however was Digital Pictures' Night Trap release off 
the Sega Mega CD console in 1993. This 
voyeuristic FMV test had you monitoring a bank of 
security cameras to protect a group of slumber 
party girls from attacking vampires. It was a really 


terrible game and yet it * 
caused immense 

controversy in America, a 

inspiring Senator Joe fm 

Lieberman to ask for a I 

congressional investigation 
into violent videogames. \ 7 

The early Nineties wasn't 
all bad for horror though. 

Infogrames’ Alone in the Dark 

trilogy on the PC had 

paranormal investigator Edward 

Carnby exploring monster-filled I 

haunted houses, cemeteries, etc. H 

The third-person view, puzzle- 

orientated gameplay and 

supernatural suspense arguably H 

had an inspirational effect on a fl 

certain Japanese developer... H 

The next horror videogame H 

landmark was undoubtedly H 

Capcom’s 1996 classic Resident j 

Evil (or Biohazard, as it’s known in H 

Japan) - a third-person action 
adventure inspired by the zombie \^J 

movies of George A Romero. The 
game employed B-movie dialogue 
and excellent shock moments to create a 
truly gripping horror experience, pn ,experience 
Capconr stillrefers to^s Survival, Horror. 

The success of Resident Evil inspired several 
imitkors, including Konami’s truly creepy Silent 
Hill and Square’s eccentric Parasite Eve. We’ve 
it§o seen Survival Horror creep over into the 
arcades with Sega ’$House Of The Dead series 
of light gun shooting games. 

And if course, horror is starting to arrive on 
PlayStation 2. fhe arctic alien suspense game 
..Extermination was an okay start earlier this 
year and Code: Veronica continues the 
Resident Evil legacy In superlative form. Let us 
.also not forget that Silent Hill 2 and Capcom’s 
Devil May Cry are both soon to be released. j 
There is, literally, no escape ■ 


LRNDfTlRRK HORROR GRfTlES 


1 . Alone In The Dark (1991) 

The original, hugely influential, 
horror adventure which employed 
the format Capcom has exploited so 
well since. If it wasn’t for this game, 
we wouldn’t have Resident Evil. 


2 . Resident Evil (1996) 

Shinji Mikami’s Resident Evil 
spawned the term ’survival horror' 
and paved the way for a whole 
monster mash of blood-curdling 
sequels and imitators. 


3 . Dino Crisis (1999) 

Substitute zombies for dinos and you 
have Dino Crisis. Less of a horrific 
experience, it’s still a game that’ll 
make you leap like someone has just 
zapped you with a cattle prod. 


4 . Silent Hill 2 (2001) 5 . Devil May Cry (2001) 

Delivers a game so utterly terrifying Mikami’s upcoming PS 2 frightfest 
that industrial-strength underwear is effortlessly blends horror with a 
a must. The PS 2 sequel has all the gothic twist to luscious graphics 
horror and style of the first game, and gorgeous backgrounds with 

but looks so much better. which players can fully interact. 







HORROR 



QfiR 




No one knows more about PlayStation horror 
than Resident Evil creator, 

Cowering behind a sofa, we nervously cornered 
the man himself for a few choice words. 


You have become known (albeit informally) as the 
master of Survival Horror. What other themes do 
you see the genre expanding to, beyond Resident 
Evil, Onimusha and Dino Crisis? 

I'm thinking of other new styles of games within the 
Survival Horror genre, but they're still in the planning 
stage. That said, it may not be a good idea to 
introduce too many Survival Horror games. If I 
established another one it may adversely effect 
Resident Evil. For other genres, maybe something like 
a Role-Playing Game would be interesting. 


How much closer does Code: Veronica come to 
your perfect vision of what Resident Evil should 
be? Do you have a long way to go? 

Veronica is probably about 50-60% of where I want to 
go. With the PS2,1 hope to make up the other half. 

It’s going to be a little different. For example, let’s say 
the Resident Evil series has been heading a certain 
way, or direction, up until this point. I’m going to 
change that direction. 


Most people remark that Resident Evil has a 
western horror movie influence, is that the case? 

I couldn’t really say what has been an influence. I did 
want to make a game play like a movie but I don’t 
think I made the Resident Evil series in a Hollywood 
movie-style or copied all their methods. I put my own 
expression in too, so perhaps the way 1 convey that is 
in a Japanese visual style. 


After all this horror, do you ever feel like creating 
a really light-hearted, happy title? 

I Yes I do, but at the moment I don’t have time to 
become really serious about this (laughs). 
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IN DEVELDPfTlENT 

With the PS2 firmly established in the hearts and minds of the gaming community, 
here’s a rundown of the great games you can look forward to in the coming months. 


I-UNK 


Enables a rapid transfer of info from the PS2 to 
plug-ins as well as link-up gaming for GT3 





Publisher: Konami Release; Early 2002 
Easily one of the most anticipated games of all 
time, Hideo Kojima’s Metal Gear Solid 2 
promises to replicate the stealth action 
gameplay of Its PSone predessor, but this time 
with astonishing 128blt visuals, new characters, 
new moves, a cool first-person perspective 
mode and, of course, a brand new story. 

The latest challenge facing special forces 
operative Solid Snake is to prize a weapon of 


mass destruction from the terrorist group known 
as the Sons of Liberty. What happens from here 
is shrouded in secrecy, but we do know It 
involves a gorgeous new female assassin named 
Fortune - and of course, lots of sneaking around 
and shooting people while they're not looking If 
you’ve already played the demo bundled with 
Zone of Enders, you’ll know what to expect. If 
you haven’t expect a visually gorgeous, 
absorbing cinematic adventure. Yum. 


The best series of football games ever. See 
page 49 for the latest and greatest version 


fTlETRL GERR SOLO 2= 
SONS OF LIBERTS 





□evil mRy cRy 


Publisher; Capcom Release: November 
Gothic horror meets survival horror in 
Shinji Mikami’s lastest action adventure 
opus. Previously responsible for Resident 
Evil and Dino Crisis, Mikami and his team 
of terrornauts, have now turned their 
collective attention away from the 
modern world and toward a mythical 
realm (said to be based on Congleton). 
Here the player controls Dante a half¬ 
demon, half-human warrior who must 
swagger through three huge stages 
battling monsters and solving puzzles in 
the familiar Resident Evil stylee. 

In Devil May Cry though, machine 
guns and grenade launchers are replaced 
with swords and spells. Plus, the game 
takes place in a series of stunning gothic 
buildings (the developers travelled to the 
UK and Spain so they could photograph 
European medieval architecture). Oh and 
Dante can somersault, strafe and 
generally move like some kind of goth 
kung fu maestro. He also has the largest 
sword ever seen in a videogame. We can’t 
wait to get our hands on it. 


























FINRL 
RNTRSy X 


Publisher: Square Release: Early 2002 
After the relative disappointment of the film, Final 
Fantasy fans will be chomping at the bit to get back 
to the never-less-than-amazing videogame series. And 
they are unlikely to be disappointed by the tenth 
installment, which now employs full 3D visuals, 
extensive character voice-overs and a new facial 
motion system’ for believable facial expressions - 
all to create a totally immersive experience. 
Beneath the visual sheen, important 
changes have also been made to the 
gameplay. The transition between 
movie, exploration and battle 
sequences will now be 
seamless with no Intrusive 
loading times. The 
progression system has 
also been updated, doing 
away with the whole 
Experience Points system In 
favour of more adaptable Ability 
points. And of course, there's a whole 
new story, based on a post-apocalyptic 
world being consumed by a mysterious 
force named Sin (ooh, how allagorical). 
This will be, quite simply, required 
gaming material for everyone. 





IN DEVELOPmENT 




Publisher: SCEE Release: December 
With its Crash Bandicoot series, developer 
Naughty Dog managed to sell 20 million games 
by Americanising the Mar/o-style platformer and 
swapping an italian plumber for an obscure 
species of rodent. Now the company has been 
bought by Sony America who obviously said to 
them, ‘please do the same thing again for PS2 
but this time use Zelda, Final Fantasy AND Mario 
as influences’. 

The result Is this hugely promising game 


which combines the exploration elements of the 
RPG with the split-second timing and ring¬ 
collecting antics of the platformer, then throws 
in some racing sub-games for good measure. 
The lead character is Jak, his mate is Daxter 
who’s been maglcked into a rat by an evil 
sorcerer, that sorcerer is Acheron who wants to 
turn Jak’s beautiful bright world into a realm of 
horror. If all the various gameplay elements hang 
together succesfully, Jak and Daxter Is going to 
be a terrific Disney-fuelled adventure. 


PlayStation 2 









Publisher: Sony Release: November 
One of the most intriguing titles to come out of the 
recent changes at Sega, at first glance Rez appears to 
be an experience similar to the venerable Tempest 
2000, with a bit of Tron added to the mix and infinitely 
better audio visuals. Look a bit deeper though, and 
you'll discover this is a game like nothing that has 
ever come before. 

The brainchild of Tetsuya Mizuguchi - the man 
behind Sega Rally and Space Channel 5 - Rez is the 
first game ever to have ‘synaesthesia’ as its inspiration 
(the merging of sound and visuals). The game begins 
as a 3D shoot-’em-up with a basic vector graphic 
design and a pumping electro soundtrack. But for 
each successful kill you’re rewarded with solid visuals 
(eventually ending up with more familiar textured 
polygons) and new elements to the background music. 
It’s entirely up to you, depending on what you shoot, 
how the graphical style unfolds, and it’s you (and only 
you) that can create the soundtrack. Trust us, you’ve 
k never played anything like Rez 



BURNOUT 


Publisher: Acclaim Release: November 
New, interesting slants on the standard driving game 
are hard to find, which is why Burnout is such an 
exciting prospect. Here you’re racing through city 
streets crowded with traffic - which is scary enough 
in itself, but if you get really close to other vehicles 
without hitting them, or drive on the wrong side of the 
road, you're rewarded with boost points, which soon 
become essential for gaining decent times and 
beating your three Al-controlled opponents. 

The brash, bright arcade-style visuals (hugely 
reminiscent of Sega’s classic driving games) and ultra 
realistic car physics combine to add more spicy 
drama to an already thrilling recipe. And on top of that 
are the amazing crash sequences which follow your 
car twisting and turning through the air after hitting 
another vehicle full-on at 150 mph. Six cars are 
available at the start but loads more can be opened 
up through the game, and there are 14 huge locations 
to race through. Playing like MSRcrossed with Out 

Run, this has the potential to be a GT3 beater. 




















THE STUNTfTlRN 


Publisher: Infogrames Release: Early 2002 

For us, images of stuntmen conjure up Lee 
Majors in The Fall Guy - all squinty, potato-faced, 
middle-aged spread. Not a thought you want to 
keep in your head for too long but, then again, 
this was the man that, despite not learning 
much at school, still managed to teach ladies 
plenty. So there might be something in this 
stuntman thing after all. 

Fortunately for us, Stuntman the game has 
little to do with Lee and lots to do with replicating 


some of the greatest movie stunts ever. Set over 
20 ‘missions’, your job as the fall guy is to 
progress from the simple bread-and-butter tricks 
of your trade like handbrake turns and rolls, to 
the multi-objective, highly dangerous 
manoeuvres that mark you as an A-list 
stuntman. Each stunt has clear tasks that must 
be carried out exactly to make the scene work. 
Fail and it’s back behind the wheel for the 
second take. Pull it off and you can watch a film 
trailer filled with your stunts! Oh, the fame. 





Pubfisher Bdos Retease: November doops, making sure they're not eaten alive by 

When asked about their influences, game any of the game’s other 20 species of critters. 


designers will often reel off a list that includes It s not all herd, herd, herd, though. An adventure 
Aliens, Blade Runner, Akira and Lord of the storyline permeates the rustic setting as Gerdy 
Rings. They will very rarely mention BBC2’s now sets out to win the national herding 
sadly defunct sheepdog trials progemme, One championships by rounding up various little furry 


Man and His Dog. 


beasts from all over his pictunresque world. 


Yet that appears to be the guiding force Although it may sound like a game strictly 


behind Core Design's cute and colourful Herdy for straw-chewing country folk, Herdy Gerdy Is a 


Gerdy, in which young shepherd boy Gerdy hugely entertaining experience and an utterly 


must herd a group of lovable animals named unique breath of fresh gaming air. 
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Publisher SCEE Release: Early 2002 

Similarities to Tony Hawk's Pro Skater, although obvious, should be mentioned 
briefly and then cast aside. Yes, you’re performing tricks and objectives in a 
series of large environments, but AirBlade, with its proper storyline and 
mission-based action offers so much more depth. And the mode of transport 
used here means there’s another considerable difference. According to Paul 
Glancey from the game’s developer Criterion: “Hoverboards offer more 
potential, more variation and more excitement to the skate genre because 
they never touches the ground. Stairs become a ramp instead of an obstacle - 
and the stunts you can pull are more outrageous.’’ 

AirBlade already boasts an amazing air of confidence, both in looks and 
feel. The stylish urban locations and brazen breakbeat soundtrack suggest an 
extreme sports game par excellence and the implementation of the airblade 
itself is a masterstroke. Some may mock Criterion’s attempt to go head-to- 
head with the Tony Hawk's Pro Skater empire but this Guildford developer is 
quietly confident that no wheels is going to prove better than four. 


RIRBLRDE 


TONU HRUJK S PRO 5KRTER 3 


EE 



Publisher: Activision Release: November 
So, how would you improve Tony Hawk's Pro Skater? 
Well, you could have even bigger and more interactive 
environments, graphics so realistic your knees will 
bleed when your rider crunches to the ground and 
how about adding an online multi-player mode? 

Spookily enough, that's exactly what’s promised 
for Tony Hawk's Pro Skater 3. As you can see from the 
screenshots, the graphical makeover has been 
considerable and the cities are now bustling with life. 
For instance, the Los Angeles skatepark features far 
more traffic, obstacles and interactive scenery than 
the comparitively sparse areas of old. 

Even though its predecessors had sublime 
gameplay and an ideal control system, Neversoft has 
somehow managed to improve on these aspects as 
well. The tweaked control interface has balance 
meters for grinds and manuals, providing even greater 
awareness as you rack up the points with your virtual 
boarder. Finally, the oft-discussed multi-player online 
feature is already up and running. Playing the Graffiti 
game and swearing at rival skaters around the world 
is something we’re most certainly looking forward to. 




















TEKKEN < 


Publisher: SCEE Release: 2002 
Heihachl Mishima is not a happy man. Despite 
countless attempts to see a King of Iron Fist 
tournament through to its (sinister) conclusion, 
his plans have always been thwarted. If he was a 
baddy in Scooby Doo his line would surely now 
be: ‘And I would’ve gotten away with it, if it 
wasn’t for you meddling martial artists’. 

Despite being old and withered, he’s still 
managed to summon up the remaining dregs of 
his powers for yet another King of Iron Fist 
knockabout. Old favourites like Marshall Law 
and Paul Phoenix are returning to the fray 




alongside newcomers like Steve Fox, a big, 
brusing boxer and Christie Monteiro, grand¬ 
daughter of Eddy and another Capoeira disciple. 

Tekken 4 has a revamped play system not 
based on “tagging’, that includes the addition of 
‘walls’ - physical barriers such as statues or 
trees that players can use to smash opponents 
into submission. All this action is wrapped up in 
some stunning graphical animation and effects, 
from tropical forest environments alive with 
gently swaying trees, to dark, urban skyscrapers 
guarded by distant helicopters. Add to all this a 
move into full 3D and Tekken 4, surely, can’t fail. 



VIRTUR FIGHTER < 


Publisher: SCEE Released: 2002 
Sega’s world champion fighter makes its first 
move into the world of PlayStation, and a 
combination of deadly combos and intricate 
reversals have been blended perfectly to fulfil 
Sega’s Virtua Fighter mantra: that the game 
should be easily accessible to the novice and 
yet utterly satisfying to the expert. 

The first ever 3D fighting series is still 
pushing the visual boundaries, with incredible 
particle effects forming leaves swirling 
k effortlessly around trees and fish 


swimming in aquariums, all designed to 
juxtapose background serenity with the ultra¬ 
violence occuring in the foreground. 

All the famous virtua fighters are making a 
comeback here along with new characters such 
as Shaolin monk, Fei Lei. As you’d expect, they 
all have totally revamped moves and to the 
discerning fan it’s clear that creator Yu Suzuki 
has moved back to Virtua Fighter 2s classic 
countering gameplay. With this latest outing. 
Virtua Fighter 4 may be the game to take the 
PS2 beat-’em-up crown from the Tekken series. 


















GO T0 

Sports 

Check out the top 
five sports games on 
PS2. SSX there? Take 
a wild guess... 
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oday we think of Electronic Arts as the 
ultimate videogame corporation. It has a 
billion-dollar turnover, its business is 
the repetition of expensive sports 
licenses and it has offices EVERYWHERE. But 
that’s from how it began. Formed in 1982 by 
videogame luminary Trip Hawkins (now 
President of 3DO) the original aim of the 
company was to create innovative new 
gaming experiences and to provide proper 
recognition for developers who, up until that 
point, had had their public perception 
marginalized by big hitters like Atari and Mattel. 

This free-thinking approach attracted plenty of 
talent and Electronic Arts quickly became a key 
industry player via cute little Atari 800 and Apple 
II games like Archon and Murder on the 
Zinderneuf. But it was a basketball sim Dr. J and 
Lorry Bird Go One on One (later converted to the 
PC and CBM 64) that seems most important now. 
The huge success of this first ever licensed sports 
game changed the company’s psychology forever, 
leading to EA going on to acquire the NHL, NBA, 
NFL, PGA and FIFA licences that now dominate 
the publisher’s output. 

When not producing sports sequels, EA still 
buys into talent. In the early Eighties it purchased 
Origin, the Texan studio responsible for the Ultimo 
games, Wing Commander and Strike Commander 
series. Later Maxis (S/m C/ty), Bullfrog ( Populous) 
and Westwood Studios ( Command & Conquer 1 
among many others were assimilated into the EA 
empire - all still churning out their own licences 
and sequels, of course. That’s not to say EA is 
incapable of producing original games, you only 
need to look at sexy PS2 snowboarder SSX to see 
what this giant of the industry is capable of ■ 
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IT 5 IN THE GRmEI 

ELECTRONIC RRTS 

The billion dollar gaming behemoth and 
champion of the sporting arena. 


LRNDfTlRRK ELECTRONIC RRTS GRfTlES 



1. Ultima Online (1996) 

One of the first massive multiplayer 
online games. Regularly updated 
since its inception, the experience 
has become nothing less than a way 
of life for many players. 


2. PopulOUS ( 1989 ) 

One of the first games to be 
developed by Bullfrog, this was the 
title that invented the ‘god game’ 
genre. Featured innovative gameplay 
and brilliant point ‘n’ click interface. 


3. FIFA (1992) 

The first version of this football 
series appeared on the Mega Drive 
and annual updates just keep 
coming. Want proof that a licence 
alone can sell a game? 


4. The Sims ( 2000 ) 

Fascinating and funny lifestyle sim 
which places you in control of a 
household of computer people. A 
multiplayer online version is on its 
way for all you virtual voyeurists. 



5. SSX (2000) 

Easily one of the best of the many 
launch games for PS2, this highly 
original fantasy snowboarding game 
mixed fancy tricks with blistering 
speeds to devastating effect. 









The new adventure from Crash creators 
Naughty Dog. Set to be a PS2 blockbuster 


The son of God Surprisingly yet to appear in a 
videogame. Look, we’re struggling alright? 


r n apan is without doubt the 
| spiritual home of the 
l _i videogame. The country 

boasts more legendary developers 
than the rest of the world put 
together It completely dominates 
the arcade game business and has 
produced every successful console 
since the Atari VCS bit the dust in 
the early Eighties. 

And yet the videogame was born in 
America, brought to fruition by early 
innovators like Atari and Magnavox (creators of 
the world’s first videogame console In 1973). What 
Taito, Namco, Nintendo and Konami did however, 
was to take these early haphazard concepts and 
refine them, just as Japanese electronics 
companies like Sony improved and mass- 
produced the radio, fridge and VCR - all invented 
in the West. It’s a phenomenon that can be 
traced back 50 years. 

Japan’s traditional economic and industrial 
infrastructures were destroyed in the Second 
World War, so the Government encouraged 
companies to focus heavily on new technology as 
a way to quickly catch up with the West. In other 
words, Japan was prepared for the videogame 
boom, America was not. 

And the Japanese love technology. Tokyo’s 
Akihibara (or ‘Electric Town’) district - the 
technological heart of Japan - is jam-packed with 
shops, superstores and market stalls selling the 
very latest gadgets, games and merchandise 
months, sometimes years, before they become 
available in the West - it’s Mecca and Disneyland 
rolled into one. Videogames are also a great way 
to unwind because they don’t take up much 
space. Japan is the most densely populated 
country on the planet (over 100 million techno- 
hungry people living on an island the size of 
Montana). It’s much easier to play tennis, go 
fishing or trainspot from the comfort of your own 
living room than to attempt the real thing. 

Finally, Japanese publishers understand that 
true genius comes from one person, not from an 
executive boardroom filled with faceless designers 


The best consoles, the best developers, the ll 
the best marketing (see below) all hail from tij 
jGive thanks for the boundless gaming enthusi. 


and marketing men bickering over the results of 
focus groups. Hence all those inspirational design 
gurus Shigeru Miyamoto, Yu Suzuki, Tetsuya 
Mizuguchi, Yuji Naka, Hideo Kojima, Shinji Mikami, 
Kazunori Yamauchi... The list goes on and on ■ 
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Solid 

precarious mission 
) investigate 
onami’s magnificent 
tealth series. 


KNICKERS 


An essential feature of any beat-’em-up is the 
constant flashing of female undies. See DOA2 


KOJIMA 


Hideo Kojima is Konami’s videogame design 
genius who created the Metal Gear series 


r n onami has been manufacturing 

amusement machines since March 
l 9 j 1969, but only started on videogames in 
the late Seventies as a response to the success of 
Taito’s Space Invaders. The company’s first big hit 
was Scramble (1980) a horizontally scrolling 
space shooter which let you fire both lasers and 
bombs - a groundbreaking innovation. A year 
later came global smash Frogger In which you 
directed a frog across a road and then a river 
(this passed for entertainment twenty years ago). 
The mid Eighties saw further successes with the 
seminal beat-’em-up Yle Ar Kung Fu (one of the 
first to use energy bars) and the action-packed 
‘run, jump and shoot’ sideways-scrollers Green 
Beret and Contra. 

And the success story continued into the 
early Nineties with Konami securing lucrative 
licensing deals to produce Teenage Mutant Ninja 
Turtles and Simpsons games. However, between 
1993-95 an over-reliance on these franchises, 
together with a lateness to embrace the world of 
3D gaming, saw Konami falter Thankfully, it didn’t 
last long. A decision to concentrate on sports 
games produced the fantastic football of the ISS 
series and the PlayStation updates of Track and 
Field. Then Hideo Kojima suggested he reanimate 
Metal Gear and the company’s legendary status 
was once again assured. Konami is also largely 
responsible for the rhythm action genre thanks to 
its groovetastlc BeatManla and Dance Dance 
Revolution coin-ops. Cheers Konami! ■ 


The master of all genres with a 
CV including Metal Gear and ISS. 



LRNDfTlRRK KDNRfTlI GRfTlES 


Track and Field (1983) 

Along with Hyper Sports this 
hilarious athletics title introduced 
the world to ‘button bashing’ 
gameplay. Millions of joysticks have 
since paid the ultimate price. 


Gradius (1985) 

Konami’s take on the scrolling space 
shooter was a frantic hardcore 
classic. The company is still cranking 
out updates, although the lily-livered 
modern gamer has moved on. 


Castlevania (1987) 

Atmospheric and original 2D horror 
platform series which started out on 
the NES but has appeared on almost 
every machine since. Best to avoid 
the mediocre N64 version though. 


Metal Gear Solid (1998) 
Amazing PlayStation update of the 
old MSX stealth adventure game 
which traded the mindless slaughter 
of Quake et al for strategy and 
timing. A true must-have title. 


Pro Evolution Soccer (2001) 

The ISS series can trace its roots 
way back to Winning Eleven on the 
SNES, but this outstanding PS2 
game marks the point at which 
Konami got football 100% right. 





















LEVELS 

Gaming’s favourite progression system: used to 
signify areas or a level-up’ for your character 

LIGHT GUNS 

The infrared devices used to play ‘on rails’ 
blasters like Namco’s Tune Crisis series 


r Tefore Ms Croft there had never been a 
H sexy female lead character in a 
l j videogame - unless you include Samus 
from Super Metroid or, if you’re that way inclined, 
Ms Pac Man. So when the designers at Core 
gathered around a table in early 1995 and 
considered basing their forthcoming Indiana 
Jones- style action adventure game around a 
woman, they were doing something revolutionary. 

It was assumed that most gamers (ie, young 
men) would not be able to relate to a female 
character - that they wouldn’t find it aspirationai. 
But it’s now clear that those sceptics were 
looking at Lara from the wrong angle. A major 
reason for the success of Tomb Raider is that for 
most teenage boys, it's the only chance they’ll get 
to control a beautiful woman. With Lara, the first 
virtual sex symbol was well and truly born. 

Yet the idea of creating an icon wasn't really 
in the mind of the Tomb Raider development 
team as they brainstormed for a lead character. 
They pictured a game with detailed multi-level 
environments with lots of nooks and crannies to 
explore, and to exploit these areas they needed a 
character with grace and athleticism rather than 
brute strength. Simply, they needed a woman. 

When Tomb Raider was released in autumn 
1996, the game was an immediate success. The 
novelty factor of Lara, with her tight shorts, tight 
vest and, well, those assets, propelled her onto 
dozens of videogame magazine covers and then 
out into the mainstream. She appeared in a 
fashion shoot for The Face, in a U2 video and in 
dozens of trendy newspaper articles. She started 
to have an adverse effect on society: Liverpool 
goalkeeper David James blamed long TR sessions 
for a series of poor performances. The Prodigy 
claimed their last album was delayed because 
they were addicted to Croft. It wasn’t just her 
figure - Tomb Raider was a great game in itself. 

The PSone sequels that followed tarnished 
Lara’s reputation to a degree by merely providing 
more of the same with just the odd new feature 
thrown in to add variety. But on the back of a 
successful (if awful) blockbuster movie, the PS2 
debut for Ms Croft promises to be a radical new 
direction in the series. Core Design has placed 
her in Paris, framed for a crime she didn’t commit 
and forced to go on the run while investigating the 
conspiracies against her Expect action, expect 
intrigue, expect Lara to return with a bang ■ 
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TOmB RRIDER 

GRIDES 




1 . Tomb Raider (1996) 

The original and still the 
best. An epic, totally 
absorbing adventure, Tomb 
Raider is a landmark game 


2. Tomb Raider 2 (1997) 

Slightly better graphics, a 
fine storyline and driveable 
vehicles made this a worthy 
and enjoyable sequel. 


4 . Tomb Raider 

The Last Revelation (1999) 
Introduces us to the Lolita- 
like young Lara Croft. 


3. Tomb Raider 3 (1998) 

One of the most infuriatingly 
difficult PlayStation games 
ever. For the die-hard Lara 
fans only, this one. 


* 
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5 . Tomb Raider 

Chronicles (2000) 

Good fun, despite criticisms 


je’s the most famous and (ahem) playabRfcharacter to 
! PlayStation’s brief history. Here’s our tribute to the Croft original. 









et up by Geoige Lucas in 1982, 

LucasArts was originally known as 
LucasFilm Games and worked out of a 
:e at Lucas’ Skywalker ranch. Its first 
products were leftfield gems for 8-bit computers 
like the C64 and Atari 5200 - the most notable 
examples being the action adventure game Rescue 
on Fractalus and future sport sim Boll Blazer. 

In 1987 LucasArts switched its focus to the PC and 
released Maniac Mansion, a comedy adventure 
using a brand new ‘point-and-click’ interface. The 
game was such a success that the company 
cranked out witty point-and-click titles for the next 
ten years, with The Secret of Monkey Island and 
Day of the Tentacle among the highlights. 
Meanwhile, the first explorations of the Star Wars 
license were made with Star Wars on the NES 
(1991) and SuperStar Wars (1992) on SNES. 

Star Wars mania then began to dominate the 
company. Over the last five years we’ve seen 
LucasArts trying to lever a Star Wars title into 
every conceivable genre, from real-time strategy 
[Force Commanded to beat-’em-up (Masters of 
Teras Kasi} to Mario Kart rip-off (Super Bombad 
Racing ), all of which disappointed. However, PS2’s 
Star Wars-.Starfighter is a great return to form and 
the company’s plans for Episode 2 tie-in games 
are both ambitious and hugely promising ■ 


s 
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LUCRSR 


They've been producing games almost as long as they've been producing 
films. The Force is indeed strong in this one... 




LRNDfTlRRK LUCR5RRT5 GRfTlES 


1 . Rescue on Fractalus ( 1985 ) 

Excellent sci-fi adventure where 
players flew a spacecraft over the 
planet Fractalus, rescuing pilots shot 
down by an alien race and avoiding 
the attentions of enemy ships. 


3. Dark Forces (1995) 

This first-person shooter was one 
of the first attempts to take a 
successful genre and give it the 
Star Wars treatment. One of the 
very best Star Wars games. 


5 . Star Wars: Starfighter (2001) 

Another space shoot-’em-up, this 
first PS2 outing for LucasArts 
represents a winning return to form 
after years of floundering in the 
Star Wars wilderness. 




2 . The Secret of 
Monkey Island (1990) 

Laugh-out-loud ‘point and click’ 
adventure with brilliant characters 
and ridiculous puzzles. Numerous 
sequels have all retained the quality. 


4. X Wing vs Tie Fighter ( 1997 ) 

Combined LucasArts’ two previous 
space shooters based around the 
Rebel and Empire fighter craft. 
Featured a brilliant multiplayer mode 
and some fantastic dogfights. 
















MOTION CAPTURE 


The art of recording human movement and 
using the data for in-game character realism 


The must-have device that plugs into a PS2 
port and enable four joypad/four player action 


mERCHRNDISE 

They said videogames would banish old-fashioned toys to a big plastic playroom in the sky. Wrong 
Instead, the current proliferation of game characters has breathed new life into the action figure industry 
Stocking fillers for the Solid Snake fan in your life? Look no further. 


It’s easy to scoff at the popularity of plastic 
figures based around computer games. After all, 
why bother playing with the action figures when 
the actual game can do it so much better? But 
that would be missing the point. The cult 
surrounding collectable gaming action figures 
means that a popular model like Lara is not 
only something that will look great on your 
mantelpiece now, but it’s also something which 
will increase in value (and kudos) later. 


CRASH BANDICOOT 

£10.99 each/Bandai 
Shown here: 

Deep Dive Crash With scuba kit and jetpack. 

Jet Board Crash Comes with jet board, 
crate of TNT and stickers. 

Also available: High Flying Crash, Jet Pack 
Crash, Moto Crash with Coco, Wave Rider Coco, 
Tiny The Tiger, Dr Neo Cortex, Dr N Gin, Dr N 
k Trophy, Dingodile, Komodo Moe. 


PARAPPA THE RAPPER 
‘Vinyl Killer' bus and record 
£Japan only/Vacuum Records Inc 

UM JAMMER LAMMY DOLL 

£Japan only/MediCom Toy 

Also available: Lammy (ordinary version), 
Rammy (Hell version). 
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TOMB RAIDER 

£10.99/Planete Fan 
Lara Croft Escapes The Powerful 
Crocodile Comes complete with waterfall, 
crocodile and rifle. 

Lara Croft Encounters The Ferocious 
Doberman Comes with house display, dog 
and pistols. 

Also available: Lara Croft Faces The Deadly 
Great White, Lara Croft On Her Street Assault 
Motorbike, Lara Croft Encounters the Savage 
Bengal Tiger, Lara Croft Conquers The 
Legendary Yeti. 


FINAL FANTASY VIII 

£54.99/ArtFX/Palisades 
Monster Collection Number One 

Also available: Guardian Force Ifrite, Guardian 
Force Siren, Guardian Force Cerberus, 
Guardian Force Diabolus, Guardian Force 
Shiva, Guardian Force Gilgamesh, Guardian 
Force Odin, Guardian Force Bahamut. 


FINAL FANTASY VIII 

£7.99/Bandai 

Laguna Loire Comes with machine rifle. 
Also available: Squall Leonheart, Rinoa 
Heartily, Zell Dincht, Seifer Almasy, Quistis 
Trepe, Irvine Kinneas. 


STREET FIGHTER JR 

£6.99/Resaurus 

Chun-Li 

Also available: Ken, Ryu, Akuma. 


Jill Valentine with Drain Deimos 
Also available: Jill Valentine (STARS version) 
with Hunter, Jill Valentine (Regina Version) with 
Brain Sucker, Carlos Oliveira with Nemesis 
(Type 1), Claire Redfield with Nemesis (Type 2), 
Chris Redfield (Code: Veronica version) with 
Tyrant (Resident Evil 2 version), Rebecca 
Chambers with Tyrant (Resident Evil 1), Claire 
Redfield with Ivy, Leon S Kennedy with Licker, 
Hunk with Super Tyrant. 


RESIDENT EVIL 

£4.99/Toy Biz 
tyrant 

Also available: Chris Redfield with a Cerberus, 
Jill Valentine with a Web Spinner, The Hunter 
with a Chimera, Forest Speyer with an 
enormous Maggot Zombie. 


STREET FIGHTER 

£10.99/Bandai 


Blanka 

Cammy 

Also available: Rya, Ken, Alex, Vega. 


RESIDENT EVIL 3 

£Japan only/Moby Dick 

















METAL GEAR SOUD/Cast members 
£799 each/McFarlane Toys 
Shown here: 

Solid Snake Comes with a range of 
weapons and accessories such as Fa-Mas 
rifle and night vision goggles. 

Vulcan Raven Comes complete with 
shoulder cannon. 

Sniper Wolf Comes with a wolf. 

Psycho Mantis Comes with gimp 
gas mask and a bust on a plinth for 
extra nonce value. 


Also available: Meryl, Revolver Ocelot, 
Liquid Snake, Ninja. 


Selected action figures (although not 
necessarily the ones shown) are available 
through Toys R Us or online at 
www.amazon.com. You can also bid for 
rare and collectible figures online at eBay 
(http://listings.ebay.netscape.com/aw/ 
plistings/list/category246/index.html) 
Please note: Some figures may only be 
available by shipping from the US. 


TEKKEN 3/Cast members 
£9.99 each/Epoch 

Anna Williams Comes with range of 
weapons including swords and knives. 

Hwoarang Comes with his own guitar 
and an Iron Fist trophy. 

Forest Law Comes with waving 
nunchakus and staff. 

Also available: Jin, Nina Williams, Paul 
Phoenix, Ling Xiaoyu, Yoshimitsu, Heihachi, 
True Ogre, King, Devil Jin. 


APE ESCAPE 
£Japan only/Bandai 
Dancing Monkey 
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captivates with 
icular action. 
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3. Snake’s Revenge (1990) 

A Westernised Metal Gear game 
with the emphasis on relentless 
action. This wasn't developed by 
Kojima and is not remembered 
fondly by fans of the series. 


4 . Metal Gear Solid (1998) 

Arguably the best PSone game ever, 
MGS is an absorbing, intelligent 
cinematic adventure that supplies 
some of the most memorable 
sequences in gaming history. 


5 . Metal Gear Solid 2 (2001) 

The videogame world’s most 
anticipated game. From what we’ve 
seen of it so far, there’s little doubt 
that Kojima is creating a 
breathtaking PS2 masterpiece. 


1 . Metal Gear (1987) 

The wondrous MSX game that 
started it all. Snake battles the 
Metal Gear mech and uncovers a 
plot involving his mentor Grey Fox 
that is referred to in MGS. 


2 . Metal Gear 2 
Solid Snake (1989) 

Set four years after the original 
adventure, this was the first time 
stealth and radar were properly 
introduced to the series. 




his classic series of games has a much 
longer history than you might think. 
Konami’s original Metal Gear was 
released in 1987 in Japan for the MSX computer, 
a Japan only PC manufactured by Sony, JVC and 
a bunch of other big electronics companies. 

The action took place in the late Nineties and 
featured Solid Snake as a secret agent 
investigating a military base in Africa, where a 
ruthless dictator was constructing a devastating 
superweapon. The game used a simple top-down 
view, but the stealth gameplay (avoiding guards 
rather than shooting them) and puzzle solving 
were present. At the end of the game you 
discover that (gulp!) the heads of Snake’s own 
agency, Fox Hound, are behind the superweapon 
threat - hence the appearance of Fox Hound as 
the baddies in Metal Gear Solid. 

Metal Gear was later converted to the NES 
for an international audience. A sequel then 
followed in 1990 for the MSX2 computer, 
employing improved visuals and more 
sophisticated gameplay. That game never made it 
out of Japan, but a Westernised version of the 
series, Snake’s Revenge, appeared on the NES in 
1990 instead. This one was not developed by 
Metal Gear creator Hideo Kojima and was more 
of a straightforward action game. Hardcore Metal 
Gear fans shiver at the very mention of its name. 

The series finally made its true global impact 
with the PlayStation masterpiece Metal Gear 
Solid, released in 1998. Here Snake tracked rogue 
members of his old Foxhound unit to a nuclear 
depot in Alaska and set out to foil their plans for 
world domination. The game was remarkably 
atmospheric, employing tense pacing excellent 
cinematic cut scenes and beautiful visuals. Two 
director’s cut versions, Metal Gear Solid Integral 
(Japan) and Metal Gear Solid: VR Missions (the 
West), were released later with 300 Virtual reality’ 
missions and other special features. There was 
also a Gameboy Colour version of MGS. 

Metal Gear Solid: Sons of Liberty (the demo 
of which caused grown men to literally weep at 
last year's E3 show) is out in November in the US 
and, just as its predecessor did, promises to set 
new standards for mature adventure gaming ■ 






GO T0 

In Development 

More on Metal Gear 
Solid 2 plus all the 
other massive games 
coming to PS2. 
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Q&R 


After sneaking through Konami HQ and snapping 
the necks of a few security guards, we won an 
audience with Metal Gear creator, Hideo Kojima. 

Can you tell us what it was that first inspired 
your involvement in the games industry? 

In my Junior high school years i wrote stories and 
made 8mm films with my friends. I wanted to 
become a movie director, but I didn’t know how to go 
about it. In the States, for example, you’d go to UCLA 
and major in Film. In Japan, however, it was 
frustrating, as the movie industry tends to be closed 
and hard to enter. Nintendo’s Famicom came out 
during my college days but, before that, as far as I 
was concerned games were purely for children. But 
when I saw Super Mario Brothers and Xevious I 
realised that, while movies were certainly one 
direction I could take, I could also pursue those same 
ambitions by entering the gaming industry. 

Metal Gear Solid inspired a legion of stealth- 
based adventures. Did any of them impress you? 

When I first heard of Syphon Filter I thought it would 
be a rip-off, but when I actually played 
the game - although I couldn't play too much 
because I get 3D motion sickness - I saw many 
things that we couldn’t do in Metal Gear Solid but 
might want to implement In the future. The ability to 
switch into first-person mode and execute a head 
shot, or having the characters hang from girders. 
There are things we’re doing in M GS2 that we simply 
could not have done previously. 

What other game genres are you interested in 
working on in the future? 

I have an idea for something that I call ‘raw game’. If 
you play with it carefully, it will continue for ten or 
twenty years. But if you’re not careful, once you reach 
game over, it ends. You can never play it again. It’s 
dead. There is no continue... 
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Just like life, videogames are all about the moment; the memorable instances you can look 
back on with a smile and rose-tinted spectacles. Unlike life, however, defining moments in 
PS2 gaming can be relived time and time again and tend to involve racing cars at 200mph, 
shooting your friends and being attacked by large, rancid monsters... 



GRRN TURISmO 3: R-SPEC 

Night riding with the rain teeming down, spray obscuring your view and the speedometer edging past 
two tons. It's pure gaming nirvana but remember, it's slippery when wet. 


r "i he Greatest Driving Simulation In 

Videogame History™ has any number of 
l j classic moments. From the visually 
astounding: speeding up the hill in Trial Mountain 
and entering the forest section where sunlight 
breaks through a canopy of trees, reflecting off 
cars and casting perfect real-time shadows on the 
vehicles and the road ahead. To the pinnacle of 
racing action:throwing your Subaru Impreza rally 
car round the super-fast, super-long Tahiti Circuit, 
skidding through corners, causing billowing clouds 
of dust and feeling an exhilarating sense of 
reckless abandon. 


But the game’s most memorable instance of 
graphical and gameplay magic is on the newly 
rain-soaked night track, Special Stage Route 5. 

With rain making an appearance in the GT series 
for the first time, Polyphony has used this as an 
ideal opportunity to really show off. Puddles on the 
tarmac ripple in the breeze, reflecting lights from 
all around, picking up the glare of the headlamps 
as you drive overhead and continuing to reflect as 
your tyres splash through them, turning the water 
into a misty spray. Wet weather has been done 
before in driving games and done extremely well, 
but never done to anything like this standard. 


The effect on the gameplay is equally 
impressive as your car reacts with perfect realism 
to the wet conditions. The reduction in traction 
between tyres and road means you have to take 
corners sensibly or risk losing grip and skidding 
into barriers. And if you're playing from the in-car 
view (as you should be to get the greatest 
sensation of speed from the game] you may well 
struggle to see through the windscreen because of 
the spray kicked back from vehicles ahead. 

But no matter how obscured your view, it's still 
perfectly clear your experiencing an unforgettable 
gaming moment ■ 
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What do points make? Medals, mate. And if you can fly through a snow 
crystal while performing a limb-bending trick, then a ton of points, a glut 
of medals and a place in the halls of gaming legend are assured. 


r . like SSX, you like SSX, everyone likes 
I SSX. We like the fact that it doesn’t have 
l _i any lofty pretensions to be a serious 
snowboarding simulation and, instead, delivers 
fantastical boarding action that only bares a 
passing resemblance to the dull face of realism. 

Picking a defining moment from the many 
available is difficult. Should it be when you finally 
complete the demanding Trick Book to unlock the 
hidden delights within (new outfits and boards)? Or 
maybe when you beat your mate in a multi-player 
contest on the final straight by taking a sneaky 
short-cut? Neither; as it turns out. 

For us, the finest moment of SSX is when 


you’re flexing your nimble fingers in Showoff mode 
and, heading for the Gold medal, pull off a 
beautiful 900 Flying Squirrel to Late Stiffy (or some 
such ridiculously-named move) just before soaring 
through one of the snow crystals. 

If you find the best crystals, you can multiply 
your trick score by up to five times - yellow 
crystals are worth 2x, orange are 3x and red are 
5x, but these are respectively more difficult to 
reach. The graphical effect that accompanies this 
achievement is breathtaking and, if there are any 
jeering friends sat close by, they're sure to be 
silenced by your god-like gaming ability. Bask in 
the glory, for you have truly earned it ■ 
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The survival horror masterpiece has more than its fair share of nerve-shredding, 
adrenalin-pumping scenes but the surprise attack of the Bandersnatch is more 
frightening than An Audience With Michael Barrymore. 


r ■ a ou are Claire Redfield. You’ve been 
searching for your brother Chris - a 
l j member of Raccoon City PD’s crack 
S.T.A.R.S squad, who’s been missing in action since 
fighting the undead hordes in the original Resident 
Evil - for months and months. Having survived the 
hellish, zombie-plagued Raccoon City by the skin 
of your teeth in Resident Evil 2, you infiltrate the 
Paris HQ of the sinister Umbrella Corporation in 
your continued search for Chris. You don’t find him 
but they find you and you’re captured and 
imprisoned on Umbrella’s secret island base. 

After escaping the prison compound, you 
enter the relative calm of the Palace. Placing the 
gold Lugers on the main office door, it swings 
open and you enter thinking life can’t possibly get 
any worse. Actually, it can. And it does... 

With lightning flashing through the huge bay 
window and thunder rumbling ominously, you go 
to the desk and access the computer After 


entering the code 1971' a secret door is unlocked. 
And that’s the cue for all hell to break loose. 

Suddenly there’s a deafening crash and 
through the window comes your worst nightmare, 
the Bandersnatch. It’s your second encounter with 
the elastic-armed monstrosity but thanks to the 
element of surprise, you’re no better prepared this 
time round. Before you can draw your weapon, the 
gruesome horror grips your head in its massive 
right hand and starts squeezing the life out of you. 
Thrown across the room like a rag doll, you land in 
a heap by the secret door. Now, do you run or 
stand, fight and stare death in the face? 

A stand-out moment in a game packed with 
classic set-pieces, the Bandersnatch attack is one 
of the finest combinations of atmosphere, 
cinematics and gameplay you’ll ever see. One of 
the few videogame sequences that causes a true 
emotional reaction, this is an undeniably 
memorable moment in gaming ■ 
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□URKE III: 
REVOLUTION 


What's the most fiin you can have with four consenting people? Why, it’s Deathmatch 
Quake III, naturally, and here’s where we expand on one of the finest experiences a 
collection of humans can possibly experience while keeping their dignity intact. 


r ~ l kay, so it no longer has an online option, 

I but Quake III on PS2 makes up for this 
l jwith its super-fast, super-smooth split¬ 
screen four-player mode. If you’re still Quake Ill- 
less and yet to experience the frenetic fun of four- 
player fragging insanity, this is what you’re missing 
out on... 

The scene is set, the lights are dimmed and 
the Start button is pressed. Suddenly, you're 
morphed into a cavernous room. Alone and 
unarmed. After picking up a puny weapon, you 
frantically scour the area for something more 
powerful than the tea strainer you’re currently 
armed with, desperately trying to avoid opponents 
until you’re tooled up sufficiently to deal with them. 

Friendships are soon stretched to breaking 
point as death-seeking missiles fly past your ears 


and victorious, guttural cries echo the room. You’ll 
have played ultra-competitive multi-player games 
before, but nothing can prepare you for Quake III. 

No matter how hard you try, it’s almost 
impossible not to gaze down at one of the three 
other screens to try to fix your opponents’ 
locations. Do that though, and your own distracted 
character is sure to find a rocket fired at his or her 
vulnerable arse. Your new mantra is ‘keep eyes on 
own screen’ and should be repeated constantly in 
order to stay alive. 

If you do bite the dust there’s always another 
Deathmatch to compete and another chance to 
slaughter your so-called friends, and with a bit of 
practice that kill ratio will be rising in proportion to 
your own fragging frenzy. Now, if you could just 
find that BFG10K... ■ 












ITIRGIC mamENTB 



CRnza TRXI 


If you think you’ve picked up all the fares then think again. There may be a few still to find and 
they’re in the most unlikely of locations. Just when you thought it was safe to go back in the water... 


r ~ 1 razy Taxi is a fantastic game for several 
reasons. Firstly, it’s a perfect conversion 
l j of a superb arcade game. Secondly, for 
relentless action and furious driving, it has no 
equal. And, finally, it’s so full of secrets and short¬ 
cuts, it’s surprising there’s room for anything else. 

Picking the defining moment from such a game 
is no simple task. Do you go for the gravity-defying 
leaps, clearing several cars at once, only to 
handbrake turn at the quivering legs of your next 
customer? Or perhaps it’s the dangerous short-cut 
where you go down the steps to the underground 
station and play chicken with an express train. 
They’re certainly strong contenders but to find the 
finest moment in Crazy Taxi, you have to drive out 


to sea... Yes, you did read that correctly. 

Head for the West Side Beach area and, as 
you’re tearing along the beach, throwing sand into 
the shocked faces of the sunbathing throngs, look 
over to the shallows and there, snorkels and all, 
are four hidden characters. 

Drive straight into the water to collect the fares 
that couldn’t be bothered to crawl to the taxi rank, 
and you’ll be asked to head for either Pizza Hut or 
the Cafeteria (yellow customers], FI LA, Square Park, 
Popcorn Mania, or The Original Levi's Store (lime 
customers), or Tower Records or Kentucky Fried 
Chicken (green customers). It’s a crazy way to 
make money but given the name of the game, it 
shouldn’t really be unexpected ■ 
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music SOUNDS 


UJITH 


It really does. And if you don’t like what you hear, you can write your own with a dedicated sequencer. 





ETHi-ai 2j 


fTlTW music GENERRTDR 2 


nyone who has recently tried to program 
their own mobile phone ringtone has 

- probably experienced the same frustrations 

as the first videogame music composers. Whatever 
you do, it just comes out as a series of maddening 
bleeps. Game music has come a long way since the 
theme to Jet Set Willy farted out of your TV 
speakers. Among the many firsts scored by PSone 
was its adoption of the CD storage system, allowing 
higher quality audio files to be included on game 
soundtracks. Suddenly your game of Wipeout was 
accompanied by the recognisably cool sounds of 


support either Dolby Digital 5.1 or DTS formats and 
several games including The Bouncer have already 
taken advantage of this opportunity. However, the 
primary use of surround sound is for atmosphere 
and effects - only pioneering artists such as 
Underworld, Bjork and Super Furry Animals have 
really explored its musical advantages as yet. 

Meanwhile the trend for including songs by pop 
and rock acts on game soundtracks gathers pace. 
GT3 has Feeder and Ash, SSX Tricky has Run DMC, 
Crazy Taxi has The Offspring and Dave Mirra 
Freestyle BMX 2 has, er, Ozzy Osbourne. Original 


PlayStation 2 gives you the chance to try your 
hand at fashioning a dance anthem in the shape 
of Jester/Codemasters’ MTV Music Generator 2. 
Essentially a complex music sequencer blessed 
with a fabulously easy-to-use interface, 
producing a half-decent approximation of the 
latest Roger Sanchez or Timo Maas tune is within 
every user’s reach. Spend time with the riff editor 
and the USB Sampler add-on and you could even 
come up with something more original. 

Tracks by well-known artists including 
Gorillaz, Roni Size and Funkmaster Flex are 
available within the game for you to listen to, 
^ remix or plunder for samples. 


The Prodigy, Orbital and Leftfield, rather than a game game music is far from dead, but it has become a 


developer living out a twisted Casio fantasy. lot more ambitious in the PS2 era - Onimusha’s 


PlayStation 2’s embracing of digital surround soundtrack was recorded by the 200-piece New 


sound has upped the ante once again. PS2 can Japan Philharmonic Orchestra. 
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Not just for mpegs and mp3s, if you believe 
the hype, the future of gaming is online 


From C64 classic The Last Ninja to the invisible 
warrior in MGS, games/ninjas are inseparable 


action you’re after, then look no further than Namco. 


r ~i n 1955 the Nakamura Manufacturing 

1 company was founded in Japan to build 
l j fairground rides for department stores 
and shopping malls. In 1972, however, the 
company changed its name to Namco and two 
years later entered the coin-op industry by buying 
the rights to distribute Atari games in Japan. It 
wasn’t until 1979 that the company produced its 
first in-house game - Galaxians, a great Space 
Invaders clone with true colour graphics. A year 
later; one of the company’s designers Moru 
Iwatani had the idea of a simple maze game 
starring a circular hero named Puck Man. Namco 
were worried however; that vandals might turn the 
P into an F, so changed the name to Pac Man 
and a small yellow legend was born. 

The Eighties witnessed a steady stream of 
Classic Namco coin-ops. Pole Position (1982), 
Xevious (83) and Galoga were early highlights with 
the groundbreaking racing games Final Lap and 
Winning Run arriving later. The company also 
started producing console titles in 1984, mostly 
conversions of its arcade hits. 

During the Nineties, Namco went to war with 
Sega, the rivals matching each other game for 
game: Ridge Racer vs Daytona, Tekken vs Virtua 
Fighter, Virtua Cop vs Time Crisis, etc, etc. And 
with its arcade-perfect conversions of these 
games, particularly the Ridge Racer launch title, 
Namco played a vital role in the huge success of 
PSone. The company is currently working on 
Tekken 4, Soul Calibur 2 and John Woo-style 
action shooter Dead To Rights all for PS2 ■ 


LRNOfTlRRK NRfTlCD GRfTlES 


5 . Soul Calibur (1999) 

Absolutely stunning weapons-based 
Dreamcast fighting game with 
beautifully designed visuals and 
pulsating action. Arguably the best 
beat-’em-up ever made. 


1. Pac Man ( 1982 ) 

Legendary maze game that has only 
Donkey Kong and Space Invaders as 
near equals in importance. Not bad 
for a character inspired by a pizza 
with one slice missing. 


2. Galaga ( 1983 ) 

This superior sequel to Space 
Invaders clone Galaxians was 
famous for the tractor beam feature 
and its innovative use of between 
stage bonus rounds. 


3 . Ridge Racer (1994) 

Flashy arcade racer with great cars, 
edgy urban settings and compulsive 
(if totally unrealistic) handling. 
Followed by four sequels of which 
PSone’s RR 4 is probably the finest. 


4 . Tekken (1995) 

Massively popular beat-’em-up 
notable for its smooth animation 
and stylish characters. Also used a 
unique control method, assigning a 
limb to each of the action buttons. 





























ONLINE 


ONLINE 

Long since the domain of PC gamers, online gaming 
is coming to PS2. It’s time to get yourself connected. 


E55ENTIRU 
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Network Adapter 

Price: $39.99 (US), £40 TBC (UK) 
Release date: Nov 2001 (US), Feb 
2002 TBC (UK) 

Features: 56K modem and Ethernet 
adapter 

Hard Disc Drive 




Price: $200 TBC (US), £200 TBC (UK) 
Release date: Nov 2001 TBC (US), 
Feb 2002 TBC (UK) 

Features: 40Gb storage capacity 


r n he online capabilities of the PlayStation 2 
T have been the biggest point of debate 
l j since the console’s release. To all intents 
and purposes this is pioneering technology, so as 
Sony strives to offer the best deal to PS2 owners, 
the details are going to be a little sketchy. But the 
fact is that the PlayStation 2 will be online in the 
UK by Spring 2002, and it will be easier and 
cheaper to connect than you think 

The two magic boxes you will need are the 
Network Adapter and the Hard Disc Drive. Fitting 
snugly onto the back of your console, the Network 
Adapter is both a 56K modem and an Ethernet 
adapter, allowing you to connect to the World 
Wide Web via the typical phone line method 
(analogue) or the higher bandwidth DSL or cable 
lines (broadband). The Hard Disc Drive will slot into 
the console’s expansion bay, enabling you to 
download and store software applications and 
content from disc and from the Net. 

It’s most likely that a disc will come packaged 
will the Network Adapter, containing the software 
required to install Netscape and AOL services (the 
result of two of Sony’s strategic partnerships in 
this area). Sony is doing its best to make surfing 
the Net via PS2 a simple and hassle-free 
experience, but there are many difficult hurdles 
still to be surmounted. 

Online gaming is obviously of prime concern 
to PS2 owners. Sony has made it clear that the 
imperative is with individual developers to shape 
this online gaming environment, and major titles 
are already poised to offer massively multiplayer 
involvement. Some games will utilise broadband 
only, some games will support analogue modem 
speeds, some games will offer downloadable 
extras, some games will set up web-based 
competitions... All this is possible, nay, probable 
and it’s just around the corner ■ 


PLRy ONLINE The PS2 games you’ll be experiencing over the Net. 


Tony Hawk’s Pro 
Skater 3 

Four player boarding battles. 
Online release: Feb 2002 TBC 


SOCOM: US Navy Seals Tribes 2 

Squad-based military shooter Conversion of the popular 
supporting up to 16 players. online PC shooter. 

Online release: Feb 2002 TBC Online release: Feb 2002 TBC 


Twisted Metal Online Frequency Final Fantasy XI 

More chrome carnage in an Cute rhythm action title for Set to be the first persistent 

add-on to Twisted Metal: Black, four musically-minded players, online world via PS2. 

Online release: Feb 2002 TBC Online release: Feb 2002 TBC Online release: TBC 
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Don’t even consider braking in the superb rally cars, just powerslide through those bends. Deep Valley’s stunning forest section. Just look at those lighting effects 

GRRN TURISfTlO 3: R-SPEC 


The finest driving game known to humanity? Oh yes. It’s so close to perfection that you’d swear they’d 
been friends for years. Read our well-informed judgement then buy the game. Quickly. 



Nissan 


Publisher: SCEE 
Price: £44.99 Players: 1-2 

r — M ~ l ran Turismo 3 rocks harder than 
1^ AC/DC, drives faster than 
l _i Schumacher in a foul mood and 
plays as sweetly as the 1970 Brazil team. If 
you have even the slightest interest in driving 
games, you need to own this beauty. 

Not a massive departure from its 
predecessors - indeed, the two problems 
that plague the series, predictable opposition 
At and no vehicle damage, still apply here - 
instead, everything that makes GT great has 
simply been improved out of sight. 

Arguably the most visually impressive 
game ever made, the realism of the vehicles 
(150 of 'em this time around) and tracks has 
to be seen to be believed. Squint at the 
screen and you’ll swear you’re watching a 
racing programme on Sky Sports. That 
realism also applies to the gameplay. Thanks 
to the PS2’s extra oomph GT3 runs at an 
ultra-smooth 60fps and every aspect of the 
driving mechanics is noticeably more 
responsive. It still feels like the glorious racing 
experience we all know and love, only now 
i it’s considerably more so. 
i Gran Tursimo 3 is the best game on 
L PlayStation 2 and the best driving game 
currently available for any machine. 

Buy it yesterday ■ 


The picturesque (but tricky) Monaco GP circuit 
is one of four new additions to the GT track list 


■ .r?r.- 
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In contrast, the Speedster is a breeze to drive. 


R CLR5S RCT 

GT3’s vehicles come in five 
categories. These are organised by 
speed in the GT mode and by class in 
Arcade. There are loads of sexy motors that 
tempt the eye, from the smart and solid Nissan 
Skyline to the exquisite, turbo-charged Jaguar 
XJ220, and everyone will soon decide on their 
favourites. Here are ours.. 


Class C - Mini Cooper 1.3i 

Mini = Low top speed + ponderous throttle. By the 
time you’ve crawled off the starting grid and 
reached second gear, the other cars will be halfway 
round the track. If you achieve any success in this 
car then you can consider yourself a GT expert. 


Class B - Vauxhall Speedster 

It looks odd, but don’t let that put you off the 
Speedster. Although nowhere near the fastest in 
its class, this curve machine is a joy to drive. 
Handling is smooth and, with some improved 
parts, this can be a motor to be reckoned with. 


Billowing smoke can obscure your 
view in the exhilarating rally races. 


Class S - Viper GTS-R 

Super cars are all fairly equal, so picking a 
favourite is more about aesthetics than 
performance. The Viper GTS-R looks superb, but 
It's powerful engine and muscle car design mean 
you have to struggle to keep it on the road. 




Class A - Honda NSX type S 

Cheap compared to other vehicles of its quality 
and with a greater capacity to upgrade than 
most, you can get hold of an NSX early on in the 
GT mode, spend money on better parts and stay 
with it through most of the mid-level cup races. 




M Rail] 

A The 

L 


Rally - Toyota Corolla 

The rally cars have virtually the same 
performance and they all handle in the same 
reckless fashion. Our rally car of choice is 
the Corolla, as It just seems to be less 
prone to oversteering than its 
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The pinball track bends 
and twists like crazy. 


Gurning for the camera 
half-way through a 360° 
flip? Now that’s style. 



The supreme snowboarder 
hits the PS2 slopes. 

Publisher: EA Sports Big 

Price: £44.99 Players: 1-2 

r n SX is a game that takes your 

breath away, pulls the ground from 
l j beneath your feet and tosses you 
headlong into a snowdrift. It's an absolute 
joy to play, with a masterful sense of control 
combined with great boarders, tracks, sound 
effects and visuals. The attention to detail is 
phenomenal, and everything feels just ‘right’ 
There are two distinct paths to glory in 
SSX. The first is through the pursuit of speed 
alone, beating five CPU opponents to the 
bottom of the hill. To become a true SSX all- 
rounder though, you’ll need to master each 
mountain in Showoff mode (the other path), 
which is a far harder task than it initially 
sounds. This requires a stupendous amount 
of dedication, as you’re required to rack up 
points by performing all manner of flashy 
health-bothering stunts at every available 
opportunity, all at breakneck speed. 

Naturally, the most intense battles will be 
fought against your mates in two-player 
mode. This highly impressive split-screen 
affair sacrifices none of the speed of the 
single-player and. despite the length of the 
courses, the intervention of CPU boarders 
means that the field always stays tight. 

Easily the best snowboarding game 
ever created, SSX is slick, speedy 
and incredibly addictive ■ 


For your information, this 
move’s called ‘Unethical 
Experimental Air’. Reminds 
us of that time in the 
Student’s Union... 


mF» SKILLZ 

Need a flying start? Then check these 
quick tips for instant SSX supremacy. 



1. Brawling 

With six riders on a narrow course, tempers fray 
rapidly. Use the right analogue stick to swing 
punches at opponents and knock them down 
before they do the same to you. 



2. Exploring 

Discovering short cuts is crucial to SSX success. 
Quick routes aren’t all immediately obvious, but 
you can smash through glass SSX hoardings to 
steal a few vital metres. 



3. Recovering 

The moment you find yourself stuck stranded or 
about to topple into a chasm, bash the Select 
button. This puts you right back in the race 
without losing too much ground. 



4. Railsliding 

Riding the rails is a particularly plentiful source 
of points. In Showoff mode, leap on to every 
rail you can and pull tricks from rail to rail 
for outrageous multipliers. 
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They do the mash, they do the monster mash. Hide behind the 
sofa as we present the ali-singing, all-dancing, all-maiming 
cast of vicious Code: Veronica X beasties. 


Name: Hellhound 

Dissection: Naughty doggies infected 
with the T-virus. Listen out for their 
howls and draw your weapon or they’ll 
be on you in a flash. Only a few of these 
sick puppies appear in the game. 


Name: Zombie 

Dissection: Code: Veronica X is jam- 
packed with the common or garden 
undead scum we all know and love. 
They move slowly but if they grab you 
then expect to lose a mouthful of flesh. 


Publisher: Capcom Eurosoft 
Price: £44.99 Players: 1 


r ode: Veronica is monster-wasting. 

j puzzle-solving cinematic 
l j adventuring in the classic Resident 
Evil style. Playing as Resi 2 heroine Claire 
Redfield (and later her brother Chris}, your 
first task is to get off the demonic island on 
which she has been imprisoned. 

Help comes in the form of Steve 
Burnside, a disturbed young man who 
becomes Claire’s romantic interest. While 
hindrance is supplied by an army of undead 
freaks and typical locate blue shield to fit into 
monument and unlock secret passage'-style 
puzzles. Shocks come thick and fast thanks 
to an endless supply of memorable set- 
pieces, some requiring a deadly trigger finger, 
others demanding brains rather than brawn. 

After spending hours escaping the island 
all the previous Resi games would just have 
ended there. But not this one. At this point 
you’re still only halfway through and there’s 
plenty more exploring with Claire plus Chris’s 
entire (and significantly different) adventure to 
negotiate. By far the biggest and best survival 
horror game ever, it may be virtually identical 
i to the earlier Dreamcast version but if 
L you're yet to sample its deranged 
delights. Code: Veronica X is an 
essential purchase ■ 


Name: Moth 

Dissection: Annoying oversized insects 
that poison you and leave their nasty 
grubs to munch on your back. 
Restricted to the Antarctic base so 
stock up on blue herb antidotes. 


aName: Spider 

Dissection: Creepy crawly arachnid 
that scuttle about spitting poisoned 
phlegm at innocent passers-by. They’re 
fairly easy to kill apart from the queen 
spider Chris encounters. 


Name: Bandersnatch 
Dissection: A brand new breed of 
L monster with a name nicked from 
^ Lewis Carroll's The Jabberwocky. 
They're extremely tough and 
have stretchy limbs. 


Name: Hunter 

Dissection: These fast, lethal predators 
from the original game return to plague 
Chris during his part of the game. They 
come in both 'normal’ and poisonous 
forms. Fear their popping knees. 


At the start of the game you 
only have the measly pistol 
for protection, but you can 
still take out zombies with a 
single well-aimed head shot. 


You take control 
of trigger happy 
Steve for a brief 
part of the game. 


RESIDENT EVIL: 
□DDE VERDNICR X 


It’s the return of the living dead in the greatest survival 
horror adventure yet. Zombie, he say: ‘Umnrreggghhr’. 


Combining arrows with gunpowder creates 
explosive darts, enabling you to indulge in hilarious 
zombie infernos like the one above. 


Mr Tyrant is back and he’s ain’t happy. Use the acid 
grenades to put him right. Alternatively, you could 
try screaming like a loon and running for your life. 
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Dagger 


Momingstar Powerful tri-wlnged mercenary ships armed 
with extremely powerful fast-repeating lasers. 


A massive attack by 
Droid Starfighters (a 
Red Six Leader is 
just out of shot). 

This is Star Wars 
gaming at its best. 


Publisher: Activision 
Price: £39.99 Players: 1-2 


r — m n his is a thrilling next-generation 
I 3D blaster that will make even 
l j hardened fans of the original trilogy 
whoop with joy at the Episode I action. A 
dream to play, it’s drenched in some of the 
most sparkling visuals and sound effects you’ll 
ever experience in the Star Wars universe. 

Starfighter is set parallel to the events of 
Episode I, following three new characters 
whose lives eventually unite in a single cause 
- to defeat the evil Trade Federation. Rhys 
Dallows is a cocky Naboo Bravo Squadron 
pilot flying an N-l Fighter, Vana Sage Is a 
mercenary-for-hire in his tri-winged Guardian 
Mantis, and Nym is a no-nonsense pirate 
controlling a meaty Havoc Bomber. Over the 
14 missions you fly all three craft, each with 
unique handling and weaponry. 

This is an Episode I spin-off that doesnt 
just try to prise a game out of the film, It 
actually adds cracking new ships, characters 
and plot. In a tremendous return to form, 
LucasArts has produced a hugely addictive 
space combat experience with intense 
skirmishes, sublime controls, stunning 
graphics, vibrant sound effects and enough 
bonus missions and mini-games to keep 
a wannabe Jedi Knight’s midi-chlorian 
count sky high for months ■ 


few 


well 


timed 


laser 


blasts 


result 


blinding explosions 


Gargantuan Trade Federation Landers, nippy Dagger fighters and powerful AATs all come under your starfighter’s attack. 


KNOW youR 


CKICnnLJ There are a lot more ships in the Trade Federation’s garage than 
til ^Itil I ImI you saw in The Phantom Menace Here’s three of the deadliest. 


Dagger: Fast, highly manoeuvrable twin-winged vessels with 
fairly weak shields but extremely accurate lasers. 


im 


■ ■' ■ .. 

Hunter-Seeker: Scorpion-like killer robots that attack in 
packs with strong lasers. Thankfully their shields are weak. 


5TRR UJRR5: 
STRRFIGHTER 

Finally, a Star Wars console blaster that Yoda himself would approve of. 
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battles can become a . a 


□URKE III REVOLUTION 
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Hiding behind walls is just asking 
for trouble. Scaredycat.. 


The world’s deadliest first- 
person fragfest sets its sights 
on PS2. Better take cover... 


\ mm 
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Walking eyeballs 
with guns? QIIIR is 
pretty gruesome, 
but it gets much 
worse than this! 


One-on-one, the 


9 13/15 single-minded scrap ,8,Mr 
to the death. 


Multi-level arenas 
require a lot of 
bouncing if you 
are to become 
the top fragger. 
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Publisher: EA 

Price: £39.99 Players: 1-4 

\ 

r o a quick port of a PC classic, 
right? Wrong, on PS2 Quake III is 
l _i better than ever To recreate the 
fluidity of a keyboard/mouse set up, Quake III 
Revolution borrows the control system from 
TimeSplitters and it works perfectly. Also, the 
levels have been tweaked and are now far 
more immediate and much easier to navigate. 

Smooth as silk, the one-player mode 
runs at a blistering 60fps, while two and four- 
player games both come in at 50fps. There’s 
the tiniest hint of slowdown when the action 
hots up and the missiles start to fly but, 
thankfully, you’ll be far too busy to notice. 

The 32 bot-filled arena deathmatches 
from Quake III Arena are complimented by 
six from the add-on pack Team Arena and 
five that are completely unique to PS2. All of 
them are supremely playable. There are also 
loads of gameplay variations and when you’re 
not playing against friends, the Al enemies 
come into their own - hunting you down with 
such intelligence and intensity you have to be 
at your fragging best to wade through them. 

Quake III Revolution throws everything It 
I has at you and leaves you wondering what 
\ the hell just happened. It’s got bullets, 

\ blood and bravado. Verily, you will 
X. want for no more ■ 



TimESPLITTERS 


This first-person shooter 
from the team behind N64 
hit GoldenEye has moved to 
PS2. Is it a Quantum Leap? 


A wicked collection 
of challenges have 
been included to test 
your first-person 
shooter skills. The 
mini-games have 
you punching the 
heads off zombies, 
killing maniacal 
duckmen and 
chasing robots for a 
brain-in-a-box. 
Naturally... 


Publisher: Eidos 
Price: £44.99 Players: 1-4 

r “* imeSplitters is a frenetic, pumped- 
up 3D blaster with incredibly 
l j addictive gameplay, jaw-dropping 
graphics, an arsenal of awesome weaponry 
and enough options to keep you nailed to 
your PS2 for months. Aside from Ming things, 
gameplay involves the simple task of 
retrieving an object and bringing it to a 
specified location. So, for example, on the 
zombie-infested Mansion level your character 
has to return a murderer’s remains to the 
gallows in order to end an ancient curse. 

The level design is excellent; becoming 
increasingly complex and revealing ever more 
labyrinthine areas. Populating these worlds is 
a multitude of crazed freaks for you to waste, 
including the time-travelling bosses of the 
title. The Al of the enemies has been finely 
tuned, so some characters will run blindly at 
you while others will lie in wait, ready to 
emerge and let fly a barrage of gunfire. 

The name TimeSplitters is extremely 
appropriate because you’ll lose vast amounts 
of time playing this - begin a challenge and 
suddenly it’s 4am and you’re falling into a 
fitful sleep haunted by shotgun-wielding 
ducks and evil stewardesses. Grab a copy 
for some of the most full-on fragging 
of this or any other century ■ 











Publisher: Konami 
Price: £39.99 Players: 1 


Get inside a gigantic high- 
tech mech and prepare for 
some futuristic robot wars. 


r _ m n he brainchild of Metal Gear Solid 
5 creator Hideo Kojima, Zone Of The 
l j Enders has been regarded by some 
as a stop-gap to pass the time until MGS2 
graces us with its presence. But after a few 
minutes of interstellar robot wars, it soon 
becomes apparent this simply isn’t the case. 

Set in 22nd century space, the young, 
doe-eyed Leo becomes the accidental hero 
of the game after his home is besieged by a 
mechanoid army. In the ensuing battle he 
takes refuge in the vast, robotic frame that is 
the Jehuty. Detecting human presence, the 
mech's Al program activates and so begins 
one boy’s epic journey of self-discovery and 
frenzied robot slaughter 

Apart from being marginally short (just 
over eight hours of gameplay in Easy mode), 
ZOE is a near-perfect shoot-’em-up. It’s as 
intelligent as it is playable, missions are well 
conceived, weapons ate varied and enemy Al 
is great - resulting in some thrilling tactical 
encounters with clunking great hunks of metal 
throwing massive weapons at each other But 
if you’re still to be convinced, then wait until 
you hear about the playable demo bundled 
i free with the game... Metal Gear Solid 2. 
\ That in itself surely has to be worth 
the price alone ■ 


A face-off between 
Jehuty and Neith. 
ZOFs epic look is 
complemented by 
epic gameplay. 


Jehuty has a 
range of cool 
weapons, all of 
which cause 
serious damage. 


Locking-on to an 
enemy is often 
the best way to 
kill it. Once it's 
ensnared there’s 


mTV music GENERATOR 2 

Codemasters have proved once and for all that it’s possible to cram the 
might and muscle of a professional recording studio into a PS2. 


The intro sequence with David Morales is 
well worth a watch, if only to see how 
The Man is incapable of saying the word 
Generator. So it’s Generwator is it Dave? 


Everything about a 
single note is editable, 
including volume and 
applied effects. 


Publisher: Codemasters 
Price: £39.99 Players: 1 (1-4 in Jam) 

r t “it would be stupid to judge MTV 
1 Music Generator 2 in the same 
l j way that one would a normal 
game. At the risk of making it sound dull, it’s 
more of a tool or utility, with the aim being 
to make the creation of music as simple as 
is humanly possible. 

You can make music from any number 
of styles (with over 9,000 samples), including 
house, rock, trance, techno and rm’b. There’s 
percussion, live and electronic instruments, 
vocals and soundstage effects, all of which 
provide the user with infinite scope for 
experimentation. And there lies the genius 
behind MTVMG2. It puts an incredibly 
powerful music-making program in your 
hands and then makes it so easy to use 
that it’s impossible not to get completely 
hooked after half an hour’s ‘playing’. 

Codemasters has sought the cream of 
recent musical talent to create songs using 
MTVMG2. Included on the disc are the likes 
of Gorillaz, Bentley Rhythm Ace and Roni 
Size, and the fact that these artists are able 
to get such professional sounding tracks out 
of the PS2 only serves to show what the 
program is capable of with a bit of 
practice. M7VMG2 is highly-polished 
and nigh on flawless ■ 
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□N THE SHELVES 


CRRZy TRXI 


Arcade paradise comes to PS2 courtesy of 
Sega and we're all going along for the ride. 



Publisher: Acclaim 
Price: £39.99 Players: 1 

r n he PS2 is buckled up and ready to 
roll with Sega’s classic fare-’em-up. 
l j Playing as one of a quartet of 
demented cabbies, you have but a limited 
time to pick up and deliver as many paying 
customers and earn as much money as 
possible before the time limit expires. 

Taking to the streets of a San Francisco- 
inspired city, potential punters pepper the 
roads waving their arms for your attention 
and it’s entirely at your discretion who you 
decide to pick up. Customers come in four 
different paying categories indicated by 
coloured dollar signs revolving above their 
heads. All the game modes are replicas of 
the DC version and include both Arcade and 
Original modes, the latter being a new city 
programmed especially for the consoles. The 
fantastic Crazy Box is also here which has 16 
bonus games such as balloon-popping, 
traffic-dodging and jumping. 

Crazy Taxi is a rollercoaster of relentless, 
unadulterated fun that, no matter how much 
it punishes, always has you returning for 
more. The first of Sega’s games for the PS2, 
this just reaffirms what a damn fine 
company it is when it’s doing what it 
does best - making original, 

immensely enjoyable games ■ 




arguably the 
f the fighters. 


TEKKEN TRE TDURNRfTlENT 


illii 

It : 


The legend continues and 
it's gloves off time with the 
King Of The Iron Fist. 


Fast, clever movement 
often triumphs over 
brute strength. 


Publisher: SCEE 
Price: £39.99 Players: 1-2 


r _l irst the facts; Tekken Tag 

Tournament is little more than a 
l j reissue of PSone’s Tekken 3, but 
sporting its graphical Sunday best and one 
glorious saving grace - the inclusion of a new 
tag option. It’s an incredibly powerful asset to 
the game and manages to improve on 
Tekken ’s already legendary gameplay. 

Specific partnerships have specific 
benefits to tagging, and it’s a question of 
common sense that dictates who works best 
with who. Obviously, combining upper body 
strength (Bruce/Bryan) with devastating 
footwork (Eddy/any of the girls) guarantees a 
formidable partnership, but family ties are 
just as strong Jin and Jun, Heihachi and 
Kazuya, Anna and Nina - each of these 
pairings has its own benefits and mixing duos 
successfully is an integral part of the action. 

Without the tag feature we’d be looking at 
little more than a next-gen update of Tekken 
3 and it has undeniably saved TTTs ass from 
a critical mauling. But it’s still the fighting 
game with the most replayability to it and the 
most to learn. It still has the most 
entertaining and varied cast of characters 
l of any beat-’em-up. And, on a final note, 
it has the massive bonus of the 

superb Tekken Bowl sub-game ■ 


That 11 teach you to laugh at my thong,' 
bellowed an angry Marline McCutcheon. 
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Publisher: Digital Leisure Price: £24.99 Players: 1 

In 1983 Dragon's Lair was the darling of arcade owners 
across the globe. A fantasy adventure in which hero Dirk the 
Daring is tasked with rescuing a princess from the dragon’s 
lair of the title, but the laserdisc technology which created 
such a stir at the time hasn’t translated well to DVD at all. 
The player must guide their hero through a series of rooms 
containing anything from magical potions to electric fences 
using a cursor command which they have a split-second to 
deploy correctly or the player dies and returns to the start 
of the round. No more than a £25 memory test. (MW) 


HDLDGRRm TimE 
TRFNELLER 



Publisher: Digital Leisure Price: £24.99 Players: 1 


Retro-gaming is all well and good when the resurrected 
games deserve to brave the light of day. This second-rate, 
nigh-on-impossible-to-play, failed Eighties experiment in 
holographies takes the proverbial 3D biscuit. The gameplay 
is desperately frustrating and as a crowning glory to the 
jerky-as-hell frame rate, it’s butt-ugly to look at. Not a 
winner then. There’s more fun to be had doing a week’s 
worth of washing up. Think for a second: are you really 
prepared to waste 25 quid on ten minutes of disbelief and 
a lifetime of feeling like an idiot? (SC) 


ANCIENT FMV ADVENTURE 


HOLOGRAPHIC ADVENTURE 


Why we’d buy it Why we’d leave it 

- Animation still impresses - Graphics are laughable 

- Nostalgia junkies may find - Umited gameplay 

something here - Clunky on DVD 


Why we’d buy it Why we’d leave it 

- We wouldnt ever buy this - Appalling action 

- There is absolutely nothing - Eye-straining graphics 

to recommend it - Distressingly poor 
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Publisher: Digital Leisure Price: £24.99 Players: 1 

By bolting on a time travel element, the arcade sequel to 
Dragon’s Lair manages to do the impossible - be an even 
poorer PS2 conversion than the original. How come? Not 
through the extreme weirdness of battling the Queen Of 
Hearts in Alice In Wonderland? No. By conjuring up a giant 
Ludwig Van Beethoven? Nope, not that either. The control 
system is glitchy and at times baffling showing commands 
which don’t respond to your own split-second key 
depressions. This coupled with the much larger levels 
generates a near fatal amount of frustration. (MW) 


POOR QUALITY FMV ADVENTURE 


Why we’d buy it 

Why we’d leave it 


- Only technophile 

- Flawed gameplay 

nil 

sadomasochists would 

- Erratic controls 

idi 

find any pleasure in it 

- Terrible conversion 
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Publisher: Digital Leisure Price: £29.99 Players: 1 

Space Ace, the arcade successor to Dragon’s Lair; wowed 
the masses with its cartoon graphics, hand drawn 
environments and spine-shattering loudnesss way back in 
1983. Like wow, pass the Pepsi and mind your hair on that 
open flame, Michael. The ridiculous control method from 
the original returns (press up, down, left, right and fire at key 
moments) and the rest of the game is like watching an 
animated cartoon. Grainy textures, disk skipping and poor 
colour saturation all contribute to making a bad game even 
worse and proves the adage 'nostalgia can be cruel’. (MW) 

RETRO ARCADE ADVENTURE 


Why we’d buy it 

- DVD includes some 
interesting footage 
on the creators 

PlayStation.2 \IERDIET 


Why we’d leave it 

- Terrible gameplay 

- Poor conversion 

- Ukely to give indigestion 
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RRiny mEN: 

GREEN RDGUE 



Publisher: 3D0 Price: £29.99 Players: 1-2 

Love the smell of napalm in the morning? Neither do we. 
Plumbing new depths of astounding rottenness, this romp 
through 16 action-packed levels with 24 weapons is easily 
the worst of the shockingly bad Army Men series. Z-list 
glitches such as pick-ups lodged in the scenery pepper the 
linear levels from the start. Then there’s the wholly 
unwelcome inclusion of forced scrolling as the player is 
forever pushed onwards to the right to their eventual 
unavoidable demise. Play is treacle slow and even fans of 
retro scrollers will quickly become terminally sickened. (MJ) 


TOY SOLDIER 3D ADVENTURE 

Why we’d buy it Why we’d leave it 

- We simply wouldn't - Lacklustre and basic 

- Dull, dull, dull 


pla y%l!on.2 \IERDICT 




Publisher: 3DO Europe Price: £29.99 Players: 1-2 

Army Men is a game franchise built around those little 
green soldiers that you may have played with as a kid. Yes, 
it does bring back memories of re-enacting WWII using your 
mum’s tablecloth as a battleground, but the truth is that 
they were in fact crap. Not unlike this game’s basic premise. 
You play a helicopter pilot in the Green Army (the good 
guys) and you're up against the Tan Army (the bad guys). 
Boring repetitive and uninspired, Blade's Revenge wouldn’t 
be acceptable on the PSone and it shouldn’t be on PS2. 

Run away - It’s up there with the worst on the console. (NJ) 


ANNOYING LITTLE GREEN MEN 


Why we’d buy it 

- If the little green men 
told us to 

- We love toy soldiers 


Why we’d leave it 

- Lazy rehash of an old 
PSone game 

- Looks terrible 
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Publisher: Ubi Soft Price: £39.99 Players: 1 

This adventure game plays all the worst tricks in the book 
on you, seemingly just to reduce you to tears of impotent 
rage. Its designers were at the front of the class the day the 
lecturer at Evil Developer School taught them to extend the 
length of your game, don't provide extra content, just put 
useful objects at opposite ends of the level forcing the 
player to traipse repeatedly across the length of the map’. 
The general lack of polish is completely unforgivable while 
the camera angle is so ridiculous that the is game next to 
impossible to play. We pit the question ‘Why bother? (KG) 


UNENGAGING OVERLONG RPG 

Why we’d buy it Why we’d leave it 

- Desperate for an RPG? - As empty as Greenland 

- Arcane-looking creatures - Basic game errors 

- A moment of madness? - Veiy empty 
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Publisher: 3DO Price: £39.99 Players: 1-2 

WarJetz, the latest in 3DO’s WDL franchise is set in the 
same nuclear war-ravaged future as its forbear; the 
surprisingly playable Thunder Tanks. This game actually 
looks better in still shots than it does in motion - up and 
running it could almost be a PSone game and that’s simply 
inexcusable. Missions involve wrecking rival planes and 
ground targets, collecting money or protecting friendly 
vehicles, (so basically blasting the bejesus out of everything). 
We suggest you wait for Ace Combat 4 and avoid this like a 
kamikaze pilot with dodgy personal hygiene. (AL) 


Publisher: Eon Digital Price: £39.99 Players: 1-2 

International League Soccer is absolutely dreadful. Its 
control system’s unresponsiveness is taken to a whole new 
level, with players reacting seconds later to button presses. 
Player Al is non-existent - they have no idea of formation 
and the animation is of the basest quality. The flawed ball 
physics mean it’s more down to luck than skill if you get 
hold of the ball and it’s laughable when you see the ball 
miraculously appear from nowhere under a player's feet. 
This footballing tragedy deserves to go down in history 
as the Worst Football Game Ever On PS2. (NJ) 


Publisher: Infogrames Price: £39.99 Players: 1-4 

You amble down the wing pressing sprint but moving jerkily 
and slowly because the frame rate is so sluggish. You try 
and square the ball to the edge of the box, then quickly hit 
pass again because the player failed to respond the first 
time. Meanwhile, because you’ve hit pass twice when your 
team-mate receives the ball he immediately lays it off to 
the opposition. UEFA attains the impossible - a crap looking 
footie sim which gets worse the more you play it. This 
footballing tragedy deserves to go down in history as 
the other Worst Football Game Ever On PS2. (LH) 


MISSION-BASED FUGHT SIM 


BEAUTIFUL GAME IN TATTERS 


Why we’d buy it 

- We thought it’d be like 
Thunder Tanks 

- More money than sense 


Why we’d leave it 

- Looks like an average 
PSone game 

- Gameplay snoozeworthy 
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Why we’d buy it 

- To protect the innocent 

- PSone versions were great 
we assume this will be 


Why we’d leave it 

- Dreadful Al 

- Slow player reactions 

- Terrible collision detection 


05 


PlayStation.2 \IERDIET 


PlayStationc? \IERDICT 


BEAUTIFUL GAME (STILL) IN TATTERS 


Why we’d buy it 

Why we’d leave it 


j - Urn, it’s football 

- Among the worst footie 


j - Temporary insanity 

games ever made 

Be 

l - We like pain 

- Thoroughly incompetent 
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1. Rumble Racing - The Tornado 

It may sound like an overty-dramatic tag for a relatively tame power-up but 
don’t be deceived as The Tornado unleashes exactly what it says on the tin. 
Perfect for those trailing-in-eighth moments, triggering this tasty power-up 
will cause the heavens to darken and a gigantic twister to start up ahead of 
you, tearing along the track and tossing aside everything in its wake. And 
remember, the closer you tail the tornado, the longer it will last. 
Everywhere you go, you always take the weather with you. 


3. Fantavision - Boundary Booster 

Unlike virtually all other split-screen two-player games, gorgeous firework 
puzzler Fantavision lets you steal part of your opponent’s screen. Rack up a 
tidy total of oohs and aaahs in a row and a Boundary Booster icon will flash 
up. Make that part of your next string of crowd-pleasing explosions and the 
line bisecting you and your opponent’s screen space will shift in your favour. 
If luck (and a bit of skill, obviously) is in your favour and you manage to do 
this several times, you can end up with 3/4 of the sky to yourself with 
your helpless victim attempting to play on a sliver of screen. 
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4. Ready 2 Rumble Boxing: Round 2 - Rumble Meter 

If only real boxing were this much fun. Pull off some bone-crunching jabs, 
hooks and uppercuts in this OTT pugilism fest and you’ll highlight a letter in 
the word ‘Rumble’ - taunting the other fighter will do the same. When the 
whole word is glowing yellow you can let rip with a pair of super-charged 
fists. But that’s not all. Hold your horses and keep on going and you can light 
up two more Rumble Meter levels. Trigger the last, and you’ll be able to 
punch your opponent clean out of the ring and into the middle of the next 
V bout. The gloves are on, but all bets are off. 


2. Quake III Revolution - Quad Damage 

A classic power-up from a classic game. Quad Damage is a no nonsense 
leg-up in the world of virtual fraggery that gives whatever weapon you’re 
toting four times its destructive power. Let’s face it, it would probably make a 
half-eaten tuna bagel an offensive weapon. The effect of Quad Damage 
doesn’t last long but you’d be surprised just how much damage to life, limb 
and real estate you can do in the time allotted. Just make sure the 

opposition doesn’t get hold of it or that smug smile will soon disappear... 


. * 

1»IH 


PARAPPA THE RAPPER 

The crazy, paper-thin hip-hop hound will be 
strutting his funky stuff on PS2 in November 

POLYGONS 

The shapes (built from trian^es) that are used 
to create three dimensional computer graphics 


Lap: 01:12.14 
Total: 02:37.74 


THE BEST 
POWER-UPS 

There’s nothing worse than losing a race/battle/game to a joylessly 
efficient Al opponent or a smug, gloating ex-friend. That’s why the gaming 
gods created power-ups. Whether they give you a speed boost, make you 
invincible or encase the opposition in a green gelatinous cube, power-ups 
confirm that in videogames it’s all about the survival of the sneakiest. 
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5. Silent Scope - Hearts and Powers 

Being a rifle-toting sniper in Konami’s excellent voyeuristic gun game doesn’t 
have to be all work, work, work, you know. Hidden away on various levels 
throughout the game are a number of Lovely Laydeez™. They're not 
highlighted, but if you spot them from a distance and zoom in, your rifle sight 
will turn all pink and heart shaped (ahhh). Not only will you get a burst of 
gaming eye candy, but you’ll also receive extra points and a valuable 
V bonus life. Now, let’s get back to those terrorists. Hello? HELLO!?! 
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6. SSX - Snowflake 


Snowflake, eh? Not very hard sounding is it? Well, maybe not, but this is one 


very special piece of precipitation. Find one of these on your way around 


SSX s feature-filled tracks and passing over it will multiply the points you 


make from any tricks that follow. Pull off a point heavy combo like the Double 


Rodeo Canadian Bacon to Late Japan and you’re laughing Pull off a Lamb 


Shank and Parmesan Mash though, and you won’t get any points at all. 


You will however get a very nice meal. Next! 
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8. CART Fury: Championship Racing - Super Nitro Boost 

Arcade veteran Midway knows the value of a good nitro-booster and its 
brash Fl-alike CART Fury is no exception. Since the game’s tracks are already 
filled with shredded tyres, psychotic opponents and debris from 125 mph 
prangs, the Super Nitro Boost is not an icon driven over in the time honoured 
way of power-ups. Instead, clock up a record beating lap time and your 
regular batch of boost will be augmented by a kick of velocity that sets your 
tyres ablaze and eats up Tarmac like Posh and Becks eat up column 
inches. Now, can you steer quickly enough to avoid a pile-up? 


7. Star Wars: Super Bombad Racing - The Shrinker 

No guesses for what this one does. Super Bombad Racing can be a 
notoriously frustrating experience if you rely purely on your finely honed 
racing skills. This is down, in part, to your opponents’ delight in unleashing a 
world of power-up paralysis on you, just as you’re streaking ahead. Get your 
own back with The Shrinker, which reduces the thorn in your side to a 
pootle-paced, half pint-sized version of their cocky former selves. Which 
gives you the time to surge ahead and pop into the shop for a few more 
essential power ups. Cheat to win, you shall. 
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Only 18 months into its life, the PS2 is already one of the most successful consoles ever released but 
don’t just take our word for it, ask the 10 million-plus satisfied customers and counting. We’ve already 
seen some fantastic, cutting edge games but as the saying goes, the best is yet to come... 


The Past 

March 1999 saw the announcement in Tokyo by Ken 
Kutaragi, President and CEO of SCEI, of the successor to 
the PSone. it would be three times more powerful than a 
500MHz Pentium ill, 50 times more powerful than the 
original PlayStation and, according to Kuturagi’s prediction, 
it would be: ‘The future of home computer entertainment". 
This announcement also mentioned the infamous Emotion 
Engine™ processor, the ability to play DVDs and the 
ingenious decision to make it backwards compatible with 
the PSone; thereby continuing the brand and appealing to 
a user-base of millions worldwide. 

Six months later and the name PlayStation 2 was finally 


confirmed and the world got its first glimpse of the 
hardware, launch titles and the Dual Shock 2 joypad - 
featuring analogue buttons as well as controls, another first 
for Sony. “We are on the threshold of a golden era of home 
entertainment that stretches the definition of videogames 
in the same way that the development of colour film 
techniques changed cinema forever,” commented a bullish 
Phil Harrison, Senior Vice President of Development, SCEE. 

Success was assured, but even the most optimistic 
analyst would have found it hard to predict the massive 
success of the Japanese launch on March 4, 2000. Over 
900,000 PS2s were sold over the first weekend, and Japan’s 
previously modest DVD movie market doubled overnight. 


The Present 

Nearly a year after the machine’s European launch, we’re 
now looking at well over 10 million PlayStation 2s sold 
worldwide and 2.85 million units shifted in Europe alone. 
There are currently around 300 games either already 
released or in development for the console. 

Concentrating on the home front, there are over half a 
million PS2s gracing the homes of UK gamers and, working 
out a few minor calculations, around one-in-five of these 
are playing the greatest driving simulation in videogame 
history, Gran Turismo 3: A-spec, which sold a stunning 
120,000 copies in its first weekend on sale in the UK and 
secured a further boost in sales for its parent console. 
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The Future 

It's bright, but not necessarily orange. Next year will see a 
gaming revolution, as Sony releases its PS2 Hard Disc Drive 
and broadband Internet adaptor to an eager audience. 
Basically, this means that not only will online gaming be a 
PlayStation 2 reality, but you’ll potentially be able to 
download games (including add-on packs) and movies 
straight to your console. 

You can also look forward to the release of potentially 
some of the finest games ever created: including Metal 
Gear Solid 2, Devil May Cry, Final Fantasy X, Pro Evolution 
Soccer, Jak And Daxter, Tekken 4, among many, many 
others. And, remember, this is merely the beginning... ■ 
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PS DNE 

Take a trip back in time to when the original PlayStation started it all, 


1988: 

Sony teams up with the then 
number one Nintendo to develop a 
CD-ROM drive for the SNES. 

1989: 

Sony also decides to develop its 
own console to play CD-ROMs and 
SNES cartridges. It’s codenamed 
the Super Disc. 

1991: 

Sony unveils the Super Disc to the 
world as the Play Station (sic). 
Nintendo subsequently breaks the 
partnership and Sony is out on its 
own from then onwards. 

1992: 

Sony now looks to team up with 
Sega in the field of console 
development but promising initial 
plans never come to fruition. 
Original Play Station prototype 
developed and later scrapped. 

1993: 

Sony tries again and announces 
the PlayStation-X or PS-X, a solely 
CD-ROM machine promising 3D 
graphics. Big league developers 
Namco and Konami sign up, Sony 
buys British developers Psygnosis. 

December 1994: 

The PlayStation is released in Japan. 
Launch titles include Namco’s 
Ridge Racer. 300,000 machines are 
sold within the first month. 


May 1995: 

Celebrations as the millionth 
PlayStation is sold in Japan. 

September 1995: 

The PlayStation is released in the 
US and Europe at a price of $299 
and £299 respectively. Tekken 
becomes the first PlayStation game 
to sell a million copies worldwide. 

January 1996: 

Over three million PlayStations sold 
worldwide as the popularity of the 
machine starts to become apparent. 

May 1996: 

The price of a PlayStation is slashed 
by £100 in Europe to £199 (a similar 
price cut happens in the US). 

August 1996: 

Over seven million PlayStations are 
now sold worldwide. 

January 1997: 

Final Fantasy VII becomes biggest 
selling PlayStation game yet, shifting 
over 3.5 million copies in Japan. 

February 1997: 

The new year sees over 12 million 
PlayStations sold worldwide. 

March 1997: 

To appeal to the ‘impulse 
purchased the price of the 
PlayStation drops to a wallet¬ 
pleasing £129 in Europe. 


October 1997: 

Over 22 million PlayStation units 
sold worldwide. 

May 1998: 

The all-new Dual Shock analogue 
controller is released. 

December 1998: 

PlayStation sales hit 50 million. 

March 1999: 

The next generation PlayStation and 
its amazing “Emotion Engine” 
technology is unveiled. 

September 1999: 

The name, design and first batch of 
games are finally revealed for the 
PlayStation 2. 

March 2000: 

PlayStation 2 released in Japan, 
selling 980,000 units over the first 
weekend on sale. 

April 2000: 

Redesign of the original PlayStation 
is mooted, just as console sales 
breach the 70 million mark. Over 
3,000 games have now been 
released for PlayStation worldwide. 

May 2000: 

Sony unveils its specifications for 
the PSone, a console that does 
exactly the same job as the 
PlayStation, but which is an 
astonishing third of the size. 



July 2000: 

The PSone is 
released in Japan, 
selling over 250,000 
units within the first 
month alone. This figure is 
incredible when you consider that 
the machine is a remodelled 
version of an older console. 

October 2000: 

The PSone is released in Europe. 

November 2000: 

The PlayStation 2 is released in 
Europe, although SCEE is careful to 
ensure the hype surrounding its 
release doesnt overshadow the 
still-successful PSone. It works, and 
both machines start selling well. 

January 2001: 

PSone sales hit five million 
worldwide, taking combined 
sales of PlayStation and 
PSone to almost 80 million. 

June 2001: 

The combined worldwide 
sales of PlayStation and 
PSone reach 85 million. 

Combined again with 
sales of PlayStation 2, 
this means that over 
100 million 
PlayStation- 
enabled machines 
are now in 
circulation. 


Tekken and its sequels were 
among the blockbuster 
games that helped to ensure 
success for the PlayStation. 
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We know that we can 
accelerate movement of the 
online experience. By 2002, all 
games that we sanction for 
development will have some 
kind of online component. 


President of SCEA, Kaz Hirai 


We didn’t make The Phantom 
Menace in real-time - some 
of the shots in the film took 48 
hours to render. On PS2, 
they’re doing it in real-time, as 
you sit there. 

Star Wars guru and technophile, George Lucas 


Let’s just say the Resident 
Evil series has been heading 
in a certain way, or direction, 
up until this point. I’m going 
to change that direction. 


After Episode III that’s it. We’ll 
not just have to reinvent 
ourselves but to some extent 
even reinvent Star Wars. 


President of LucasArts, Simon Jeffery 


The more you experiment, the 
wider the variety of the 
possible results. Working with 
the PS2 is therefore very 
interesting and challenging. 

IV/Ia+oI flrs'sv Crvlirl L-li/4/ 


Metal Gear Solid creator, Hideo Kojima 
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QUOTES 

Memorable soundbites from the world of 
PlayStation 2 and the people who inhabit it. 




fithin five years you will 
tnobably be able to download 
an entire film or game at the 
click of a button 


Senior Vice-President of SCEE, Phil Harrison 


The format of today’s 
PlayStation 2 can achieve what 
PCs will only realise in another 
two or three year’s time. 

President and CEO of SCEI, Ken Kuturagi 


PlayStation 2 offers us the 
ability t 


“With the approaching 
broadband network era, we 
are moving in a direction that 
will fundamentally reshape the 
relationship between digital 
audio and video appliances, 
computers and the Internet.” 

Chairman and CEO of Sony, Nobuyuki Idei 


rty to represent 
expressions and emotions, not 
just of humans but of animals 
and even automobiles. 


Gran Turismo creator, Kazunori Yamauchi 


We got Grand Theft Auto on 
BBC news four times in one 
night, we had Jeremy Paxman 
frothing... I realised videogames 
could be rock ‘n’ roll. 


I’ve wanted to work on PS2 
for a while, I have a good 
feeling about it. 

Sega Rally and Rez creator Tetsuya Mi; 



Sam Houser, President of Rockstar Games 


QUEUES 

The PS2 is launching and its public awaits... 


JAPANESE LAUNCH 

(March 4, 2000) 

Numbers were all-important for the original (and 
biggest) launch of the PlayStation 2. Around 900,000 
were ready for March 4 and, bar the odd exception, 
all were sold out within a weekend - making it the 
most successful console launch in history. Even more 
impressive, though, was the fact that systems sold 
with a ratio of 3:1 of games, meaning that nearly 
3,000,000 PS2 games were sold in two days. 

AMERICAN LAUNCH 

(October 26, 2000) 

With 28 launch games and 500,000 units shipped to 
20,000 stores, the demand for PlayStation 2s in 
America was always going to be high. At 12:01am on 
October 26, stores around the country opened their 
doors to massive queues (with some people waiting 
up to 28 hours) and all 500,000 systems were sold 
out almost immediately. 

BRITISH LAUNCH 

(November 24, 2000) 

With at least 100,000 pre-orders for PS2s in the UK 
and only 80,000 units actually available, there were 
bound to be a few disappointed faces in th crowds. 
That wasn’t the case down at Electronics Boutique 
on Oxford Street, though, where queues gathered to 
be the first to hand over their pre-order forms. FIFA 
2001, TimeSplitters and Tekken Tag Tournament 
were officially the most popular games out of the 33 
titles available at launch. 

r- u „ *• 1 * 

s Jkv ‘ 1 ' * £ f m t 

k & 4 # < 









REFLECTIONS 

Geordie developer responsible for the excellent 
Driver games and PS2’s upcoming Stuntman 


RHYTHM/ACTION 

Funky game genre where you follow on-screen 
prompts to play or move in time with music 


BEST OF 

GENRE 


RRCING 


From arcade thrills 
to realistic driving 
sims, there’s a PS2 
racing game to suit 
all kinds of speed 
freaks and 
petrolheads. 



GRRN TURISfTlD 3: 
R-SPEC 



Publisher: SCEE 
Developer: Polyphony Digital 

The best driving simulation ever 
made with the best visuals, the 
best tracks, the best vehicles 


and, in its huge GT mode, a life¬ 



consuming challenge that’ll keep 
you burning rubber for months 
on end. There really is no excuse 
not to own this game. 


CRRZ3 TRXI 


Pf.y 



Publisher: Acclaim 
Developer: Sega/Acclaim 

Yes, you really do play the role of 
a taxi driver, picking up fares and 
trying to earn as much cash as 
possible. And, yes, you do bomb 
around like a crazed maniac. One 
of the best arcade games ever, 
its instant appeal ensures you’ll 
be hooked from your first pick up. 


Graphics 

Ported straight from the arcades 

0 B 

Sound 

Mostly average, with the odd nice touch 

00 

Gameplay 

Superb. Pure arcade fun 

03 

Life span 

Longer than a tourist cab ride in London 

00 


0B 
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FORmULR ONE 2001 
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TACHfUfR 


Publisher SCEE 
Developer: Studio Liverpool 

With a pedigree going back six 
years and the added power of 
PS2, Sony’s FI game was never 
going to be anything less than 
superb. With a slick arcade 
mode and an ultra-realistic 
simulation, this is by far the best 
Formula One racer available. 


GO T0 

Tracks 

The best race tracks 
on PS2, including 
GT3’s offroad classic 
The Swiss Alps. 
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Graphics 

Almost photo-realistic and no slowdown 

03 

[- —11 

Sound 

Murray Walker pro/con; discuss 

0 B 

00 

Gameplay 

As simple or complicated as you’d want 

00 

Lifespan 

Never, if you're an FI fan 

00 

L J l 
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Graphics 

The extra time has been well spent 

10 

03 

Sound 

Decent music, realistic vehicle FX 

03 

Gameplay 

The best driving simulation ever made 

03 

Life span 

fou could play the GT mode for months 

10 

L 
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LE fTlRNS HOURS 



Publisher Infogrames 
Developer: Melbourne House 

Forget any thoughts you may 
have of a simulation, this offers 
pure, exhilarating arcade action. 
Super fast and highly-rewarding, 
you can even, if you have a 
passion for mental self-abuse, 
take part in the full 24 hour race. 
Get your sleep in now. 


Graphics 

Raw, but tasty, like Sushi 

00 r n 

100 

Sound 

All the required effects and sounds 

Gameplay 

Surprisingly easy to pick up and play 

Life span 

Definitely more than 24 hours 

00 L J 
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mOTO GP 


Publisher: SCEE 
Developer: Namco 

GT3 on two wheels, Namco’s 
biking blockbuster is a fantastic 
simulation that perfectly captures 
the headrush of speeding along 
with no outer shell for protection. 
Very fast and very entertaining, 
Moto GP s only shortfall is in its 
severe lack of tracks. 


Graphics 

Arcade racing has rarely looked better 

00 

07 

Sound 

NNNNNNEEEEEEEEOOOOOOWWWWWW 

07 

Gameplay 

Easy to control and darned good fun 

07 

Life span 

Too shallow for GT3 fans? 

00 

L J 
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RETRO 


Let’s go back... Back to a time of RAM packs, rubber 
keyboards, colour clash, Kempston joysticks and pure 
gameplay. They don’t make 'em like this anymore. 


r “• etro gaining just won’t go away. It’s 
been around since the first Space 
L. j Invaders clones hit the old 8-bit 
computers, but the big boom happened just 
after the launch of the PlayStation - a 
console that got loads of hoary old 
thirtysomethings playing games again, 
and therefore reminiscing about the 
classics of their youth. Publishers were 
quick to cash in, hence the likes of the 
Namco Museum and Capcom Legends 
series - collections of classic coin-ops, 
featuring legendary titles such as Poc 
Man (Namco) and 1942 (Capcom). 

Meanwhile, on the PC, a few amateur 
coders started fiddling with the insides of 
old coin-ops, computers and consoles, 
uploading emulators to the Internet. This 
meant that PC owners anywhere could download 
original arcade games, NES games, Spectrum 
games, whatever; to their machines. The big 
breakthrough here occurred with Nicola 
Salmoria's MAME - a super-adaptable emulator 
program which could run any coin-op ROM (i.e. 
the original game code) with perfect visuals and 
sound. Everyone went retro crazy. 



Now with the release of the Gameboy 
Advance, people aren’t really looking forward to 
the new gaming experiences it could offer 
they’re looking forward to the old gaming 

experiences it can revive. SNES fans are 
gobbling up new conversions of Mario 
Kart and Super Mario, while Amiga lovers 
are awaiting GBA conversions of 
Speed ball and Xenon II. Why? Well there 
are two explanations. First, we all love 
nostalgia, and old games just remind 
veteran gamers of their misspent 
childhoods. Secondly, you could argue 
that the games were, in some ways, 
better back then. The smaller 
development teams and lower budgets 
allowed for quirkier ideas, while 2D 
visuals usually led to more accurately 
constructed, pinpoint gameplay. 

Indeed some see the arrival of polygons and 
texture-maps in a similar way to the arrival of 
Scrappy Doo in his uncle’s cartoons - a moment 
of irreversible catastrophe. But these are often the 
same people who complain that everything's too 
expensive these days, music’s better on vinyl and 
Wagon Wheels were much bigger in the 70s... ■ 



Elite 

(Acornsoft, BBC B Micro, 1984) 

Massive space trading simulation with uniquely open-ended gameplay You 
could fly around the universe in your upgradeable Cobra spacecraft earning 
cash as a simple trader, an asteroid miner, a space pirate, or any 
combination of the above. A PS2 version would, of course, update the visuals 
as well as add loads of different craft and an online multiplayer option, taking 
place within a persistent universe. 



Marble Madness 


(Atari, arcade, 1984) 

Unique and scarily addictive coin-op in which gamers guided a ball-bearing 
through a range of fiendish mazes. Sounds dull, but the brilliant ball physics 
and imaginative locations made the game a classic. PS2’s Dual Shock 2 
analogue sticks could make a decent stab at emulating the original game’s 
trackball, while the mazes could become huge, visually stunning locations. 
Again, online multiplayer Marble Madness would be the stuff of dreams. 



NIGHTS 

(Sonic Team, Saturn, 1996) 

An innovative and visually stunning Saturn classic, boasting unique ‘flying 
platformer’ gameplay and great characters. There were rumours that Sonic 
Team would produce a true sequel (the special edition Christmas NiGHTS 
doesn’t count) for Dreamcast but it never arrived. Now Sega is developing for 
PS2. this is the perfect opDortunitv to give NiGHTS the audience it deserves. 
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GOT THIS? 


READ THIS! 


ALL THE VERY LATEST PLAYSTATION NEWS, PREVIEWS AND REVIEWS • THE ONLY OFFICIAL PLAYSTATION 1 MAGAZINE WITH A PLAYABLE DEMO DISC 

The Official UK PlayStation Magazine is the world's biggest-selling PlayStation magazine. On sale every 28 days. Got a PlayStation? Get this. 


AND GET PLAYABLE DEMOS EVERY MONTH 


PlayStation 

# ITIaaazine 
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If it’s for PlayStation 2, and heading for a 
store near you, we’ve played it, argued 
about it, and, ultimately, judged it. Every 
Special Edition, we look at the latest games 
and rate them out of 10: 

j g Utterly essential 

q Hugely satisfying and 
entertaining 

p Highly recommended. 

D Definitely worth your money 
^ Good, solid fare, 

* and well worth a gander 
p- Better than average, 

D and fine for fans of the genre 
An average game of 
3 some merit 
^ Poor, but may still have the 
^ odd moment 

3 Extremely 
disappointing 
^ To be avoided 


QUICK GUIDE TQ 
THE REVIEWS 


REVIEW RRTINGS 


B arnes and reviews. 

They go together like a 
horse and carriage. 

And while you can have one 
without the other, the danger of 
wasting up to forty-five quid on 
a rubbish game, that will end 
up being used as a makeshift 
coaster, has never been worth 
the risk. For advice you can trust on every PS2 game 
released, you know exactly where to look. This issue 
we have in-depth reviews of the four games on our 
DVD, so play them, read about them, then make an 
informed decision on whether or not to buy them. 
And for all the latest reviews of massive games like 
Grand Theft Auto 3, Burnout, Time Crisis 2 and WWF 
Smackdown! Just Bring Itf, check out issue 13 of 
OPS2 Magazine, in the shops now. 


Lee Hart 
Acting Editor 


Q/Q- 


■ The OPS2 StarPlayer award 

Awarded to any game that gets 9/10 or over This is just our 
little way of trying to hammer home what is a fairly simple 
message: Get this game, and get it now. 


Beer mat 


lahM Sky Odyssey 
laMEl Le Mans 24 Hours 
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HIGH FIVE 

Here's how to master the figure eight in skywriting. 



Mid-point. Now bank to the left for 180 degrees and 
prepare for the second loop and... 



Score 0/100 
Time 1:50 56 


LA flight sim with no combat may sound dull, but this game is anything but. 


Stage Clear 


Publisher: SCEE Price: £39.99 Players: 1 

ky Odyssey is a one-player flight sim without a 
single enemy, airborne or otherwise to destroy and 
no weapons available to carry out the job even if 
there were. This is living, breathing, loop-the-loop proof that 
solid gameplay and intuitive controls are the soul and 
beating heart of any title worth its place at the foot of your 
PS2 shrine. And it's also rather good. 

Doesn’t sound like the same game? Then read on, 
because Sky Odyssey manages to hijack the future of the 
genre back from clutches of all those ponderous, doorstep- 
manual flight simulations and redirect it to the airspace 
directly above total enjoyment 

The key to the game’s appeal is how it manages to 
combine just enough of the realistic handling found in the 
finest of those earnest flight games with the kind of 
imaginative missions and modes that should appeal to 
even the most earthbound of gamers. Sky Odyssey has five 
distinct modes, all of which are open to you from the word 
go. Training and Free Flight are self explanatory, and 
immensely enjoyable in their own right. Target sets you the 
task of precision flying through a series of airborne markers 
before landing safely (all within a dawdle-prohibitive time 
limit). While Sky Canvas challenges you to go all Etch-A- 
Sketch at altitude and learn the highly underappreciated art 


of skywriting - which is far more fun than it sounds. These 
stand alone modes are not only worth strapping your 
goggles on for in their own right, but will equip you with 
valuable skills that you will need in the fifth and best mode 
of the lot: Adventure. Enter this and you'll be greeted by a 
very rousing Indiana Jones -style score that would wax a 
moustache at a thousand paces and stiffen every lip in the 
room. This is heady stuff. It seems there is an archipelago 
made up of four islands, each with their own climate and 
terrain, and none of which have been fully explored. Only a 
handful of explorers including brave pilots like yourself are 



This UFO handles brilliantly, but looks like a hubcap. 


Voila! Well. It was very windy. And it's a stupid shape 
anyway. We much preferred the corkscrew. 


up to the challenges these diverse environments offer. 
Choosing from an initial choice of just three planes (biplane, 
customised WWII fighter or early pulse jet) you are invited to 
take on an ever more difficult and varied series of missions 
set in challenging locations which vary from the arid 
canyons of Arcadie to the permanently mist-shrouded 
island of Destin. 

The missions (of which there are 18 in Adventure mode) 
start off with a deceptively simple task. Take off, fly from A-B 



Ram that pillar for a realistic smoking rubble™ effect. 
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and land. Doesn’t sound too taxing does it? And yet when A- 
B covers a deep and tortuously winding canyon complete 
with crumbling ledges, it’s unlikely you’ll have time to eat 
your complimentary sachet of peanuts and down your 
weak, warm lager before you touch down. 

Given all this early excitement, the game would be 
forgiven for dishing out more of the same for the next 
couple of missions. Other games would. But Sky Odyssey 
has you flying a scant few metres above the desert floor 
trying to refuel from a moving train before an engine leak 
leaves you high and disastrously dry miles from the nearest 
landing strip. And mission three? How about flying into an 
underground cavern (avoiding falling stalactites) then 
landing at a deserted, subterranean city to find a fragment 
of map? Thought you'd like that. 

Flights of fancy 

From dropping supplies with pinpoint accuracy onto the 
frozen wastes of Blanc Island to navigating the treacherous 
high altitude slipstreams in order to speed your way to a 
rendezvous, Sky Odyssey keeps coming up with imaginative 
and thrilling ways to test your newly-acquired flying skills. 
But the missions themselves are only the starting point. 
Completing them within a certain time limit or having 
passed through all the checkpoints along the route will 
unlock new planes (from the spiwy gyrocopter to stealth jet 
and UFO). Getting a mission grade above a *B' will win you 


// Will have you flying metres above 
the desert flooi} trying to refuel from a 
moving train with an engine leak // 


parts to customise every aspect of your plane from wings to 
fuselage. You can also earn acrobatic points by pulling 
loops, barrel rolls and so on. And these too open up new 
aircraft. There's even a concept plane called the Shinden 
that’s hidden in parts on four uncharted landing strips 
throughout the archipelago. Similar bonuses await you in 
the Target mode. In short, even once you make it to the end 
of the game, it’s very unlikely that you’ll be struggling for a 
reason to start over, thanks to the multiple challenges. 

Controls are relatively simple but afford an impressive 
level of agility scope for skill, with each plane handling 
differently depending on type, modifications and, above all, 
the weather you happen to be passing through. Sheer winds 
will push you towards canyon walls, rain will dampen your 
plane's responsiveness as well as your spirits, while 
electrical storms will buffet your single seater like a 
hyperactive child on a bouncy castle. 

The way Sky Odyssey’s graphics portray these 
meteorological shenanigans is mightily impressive with 
some excellent particle effects. Elsewhere the visuals keep a 
flap trimmingly fluid frame rate and even though there is 


some fogging this is one title in 
which distant, atmospheric misting 
is not only forgivable, but positively 
an asset. Overall there has to be 
some trade off between sheer 
graphical density and the huge 
scale of environments but while this isn’t the best-looking 
game you’ll ever see, it never looks less than next-gen. 

Sky Odyssey is an immensely playable game that 
deserves a slice of anyone’s free time. If you simply must 
have photo realism and your blue skies bristling with bogeys 
then wait for Ace Combat 4. But do so and you’ll miss a 
surprisingly rich and original twist on the flight sim. (PF) 

SKY ODYSSEY 


Why we’d buy it 

- Quite ridiculously 
playable 

- Imaginative missions 

Why we’d leave it 

- No weapons (as if that 
matters) 

- A two-player Target 
mode would have been 
good 

Sly Odyssey gives flight 
sims a very good name 
indeed and there's a 
wealth of gameplay to 
prevent the in-flight 
entertainment stalling. 

Graphics Solid with great weather effects 

07 

Sound Superb score throughout 

07 I7IQ 

Gameplay You'll play it again and again 

□a |£|o 

Ufe span : Finish it you will, but back you will come 0B 
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michelin 


Both prototype and 
GT models have been 
beautifully modelled. 


LE mRN5 E< HDURE 


Driving non-stop for 24 hours sounds like a nightmare. To some, it’s a sport. 


Publisher: Infogrames Price: £44.99 Players: 1-2 

P reparation is everything so construct your 

checklist wisely. Three tins of tomato soup (to be 
eaten cold); a packet of digestive biscuits; 
paracetamol; a family sized tub of vanilla ice cream (to be 
consumed once melted); five bottles of Lucozade; packets 
of cigarettes; a sleeping bag. Now lock yourself away. Focus. 
Prepare yourself for a test of stamina that will put most 
joystick junkies to shame. This is endurance gaming at its 
most extreme. This is Le Mans 24 Hours. 


For the particularly obsessive, Le Mans 24 Hours offers 
gamers the chance to spend a whole day with eyes glued 
rigidly to a weaving stretch of virtual Tarmac. But there is an 
irony at the heart of this racing experience. While Le Mans 
24 Hours is demanding in terms of pure physical durability 
the handling model implemented in the game is more akin 
to an arcade racer 

In terms of structure this new racing title has impressive 
depth, initial options include Quick Race, Championship, Le 
Mans 24 Flours and Time Trial. Predictably, Quick Race puts 
the player in command of one of the game’s mid-range 



Computer-controlled drivers will make unforced errors. 


Lighting effects make night driving a beautiful experience. 



cars, provides practice for acclimatising to the handling 
model and gives a short three lap race against 12 moderate 
competitors. It proves diverting for a short time but the real 
motor sport aficionado will quickly crave the thrills of 
Championship mode. 

It is here where the game really begins to shine. Offering 
eight distinct categories from Rookie GT through to Winter 
Endurance, the Championship mode is both satisfying and 
demanding. The goal is simple: work your way through the 
Rookie league table, picking up championship points, until 
you earn enough to unlock the next class. An extra 
incentive is offered in the form of hidden cars which are 
unlocked upon securing the winner's trophy. The Rookie GT 
class holds few challenges but once the Prototype, Super 
Endurance and Winter Endurance championships become 
available, the player will soon find the lap count and course 
lengths increasing. Those wishing to undertake the full Le 
Mans experience can go straight into the Le Mans 24 Hours 
option, with both full race and Petit Le Mans (a shorter 
version of the experience) available from the main menu. 

Thankfully, Melbourne House has implemented a solid 
game behind the wealth of options. While handling is 
geared towards accessibility, there are some demands 
placed on the player to ensure an element of realism is 
retained. Once the Endurance championship is unlocked 
(10 laps minimum) tyre wear becomes a major factor. Leave 
your pit stop too late or select the incorrect tyres for the 
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It might be the same stretch of road for 24 hours but at least the sky 
keeps changing colour to keep you entertained. Strap yourselves in. 


Day time Driving in the midday sun 
provides few hazards for the 
competent driver. Now, if only this 
thing had a sun-roof things would be 
close to perfection. 


Late afternoon The sky begins to 
darken and the stomach begins to 
rumble. It’s about this time you should 
unwrap the sarnies and the flask of 
coffee for the night ahead. 


Night Visibility is severely reduced, 
being night and everything, but the 
glorious lighting effects enhance the 
driving experience. This is especially 
memorable on the Suzuka circuit. 


Dawn You still awake? Congratulations. 
After surviving the night’s driving it’s 
surely time to pit in and grab a well- 
deserved cup of coffee. Go on, you’ve 
earned it. spoil yourself. 


Dusk The sun disappears behind the 
horizon revealing a vista of stars. Try 
not to concentrate too much on 
spotting the Plough while taking a 
corner or you know what will happen. 




105 


weather conditions and the player will soon find themselves 
slipping around the track. 

Long riders 

The race experience is certainly enhanced by the draw 
distance which displays an impressive 700 metres of 
Tarmac on certain tracks. Select the Road Atlanta course, 
with its emphasis on fast cornering, and the speed of the 
game will impress. The majority of courses are well 
modelled, although the PS2’s lack of built-in anti-aliasing 
gives a certain rawness to the edges of some structures 



Roadside dust can obscure the visibility ahead. 


// Le Mans 24 Hours offers you the 
chance to spend a whole day glued to 
a weaving stretch of virtual Tarmac // 


and vehicle shadows. But the visuals only truly begin to 
impress when dusk falls and the stars come out in the sky. 

A great deal of satisfaction can be derived from 
ascending the Championship league tables and the learning 
curve has been well judged. Rivalries will soon emerge from 
your list of competitors and it is heartening to see that they 
can make unforced errors when the going gets tough. A 


Rival cars can be used as barriers 
when cornering and the lack of 
damage means that the player 
never comes off worse after high 
velocity encounters. It’s also a pity 
- due to licencing sensitivities - 
that cars do not suffer from mechanical failures. That's the 
real reason why the real Le Mans race is so dramatic. 

Criticisms aside, Melbourne House have delivered a 
thrilling race title with enough depth to deserve a place in 
your game collection. The gentle learning curve and 
accessibility may well offer an alternative to those who find 
the Gran Turismo 3 handling model too exacting. (MW) 


host of additional options can be customised to raise the 
challenge including improving the rival driver Al, extending 
race time and turning tyre wear and fuel usage on. Pit stops 
are fully animated and give the player an opportunity to 
make strategic decisions on tyre choice and fuel load. A 
lighter tank will increase your vehicle’s speed, but limping 
over the finish line on a teaspoonful of gas is not 
recommended for anyone. 

The full Le Mans experience is demanding only in terms 
of the number of laps which must be completed in full 
Endurance mode. Pounding down the track at ridiculous 
speeds and overtaking three cars on one corner lends itself 
more to the arcade driving enthusiast. Disappointingly, this 
approach encourages a cynical amount of gamesmanship. 


UE MANS 24 HOURS 


Why we’d buy it 

- A wealth of options 

- Features plenty of 
unlockable features 

- Instantly accessible 
gameplay 

Why we’d leave it 

- Some graphical 
rawness 

- No damage or 
mechanical failures 

i - Gran Tunsmo 3 
is superior 

More accessible for the 
gamer too daunted by 
simulation-style vehicle 
handling, but retains 
depth and thrills in 
abundance. 

A worthy alternative to 
Gran Turismo 3. 

Graphics 

j Great weather and lighting effects 

07 

Sound 

Poor engine noise and in-game music 

05 I7IQ 

Gameplay 

j Splendid arcade-style handling 

0B IeJCj 

Life span 

Deeper than a euclidean philosopher 

03 
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Early defeats, while 
detrimental to your 
pride, will help 
sharpen those 
gameplay skills. 


A first chance for PS2 owners to go in pursuit of the egg. 



Publisher: EA Sports Price: £39.99 Players: 1-4 


R ugby has long failed to capture the imagination of 
game developers. Is it because it isn’t deemed a 
sport of ‘the people’ like football or because rugby 
lacks the quick fix excitement of extreme sports like snow 
or skateboarding? It might even have something to do with 
the lack of interesting celebrities associated with the sport 
with which to establish a franchise. 

Indeed, if you take Codemasters’ excellent PSone game, 
Jonah Lomu Rugby, out of the equation, it’s almost 



A conversion for New Zealand. Australia look worried. 


impossible to recall another decent example of ‘rugger 1 
beyond the dim, distant and creaky World Class Rugby on 
the Spectrum. Consequently, the debut of Rugby - simply 
named, presumably because EA see it as yet another yearly 
franchise - is really quite timely. 

Despite coming from an external developer; Rugby 
sticks closely to the blueprint laid down by every other 
offering from the EA Sports stable. A snazzy front-end clicks 
its way from menu to menu, while in terms of the functions 
they serve, it’s business as usual. Quick Start provides easy 
access to the meat of the game and while the dual 



This is the first thing you practice, just like at school. 


competitions of the Six Nations and World Cup require 
more preparation, it's still kept to an absolute minimum. 
Multiplayer mode acts as an alternative to games against 
the computer, which can be difficult and initially 
unrewarding affairs. Lastly, there’s an Options menu, which 
includes a moves list detailing the Dual Shock 2 control 
combinations from simple tackles and passes to more 
advanced combinations. 

In total there are 33 moves which are worth learning if 
you are to enjoy the matches to their full potential. You can 
scrape through by just learning how to pass, drop kick and 
tackle, but unlike FIFA it’s impossible to fudge it thanks to 
the absence of ‘sweet spots’ and, it has to be said, 
massively improved Al. Advancing any further than simply 
linking a succession of six or seven passes together or 
scoring a solitary try requires committing at least half of the 
moves to memory. 

Try harder 

The result of this, early on at least, is that Rugby can appear 
cruel and unenjoyable, with three-quarters of the 20 teams 
burying you in tries before you’ve got within sight of the 
half-time whistle. Line-outs feel like an exercise in giving 
possession back to your opponent, scrums are impressively 
lost time and time again, passing is constantly intercepted 
and whenever you’re in control of the ball, moves forward 
always seem to result in a knock on. The effect, not 












HITTING 


RLL THE RIGHT 


BUTTDN5 


Although Rugby offers 
a good deal more 
depth than previous EA 
Sports games, it also 
chips in with its fair 
share of button 
bashing (another 
reason to either love 
it or loathe it). So, as 
the tension mounts, 
we take to the pitch, 
fingers poised to 
batter (x) and ©. 


Sprinting 

A real old FIFA trick, 
this. Once you get the 
ball and want to make 
a dash for it, you need 
to repeatedly bash © 
until your finger falls off. 
The faster you bash the 
button, the faster your 
player will move, the 
faster you can pelt it 
past your opponents. 
Simplicity itself. 


Scrums 

Initially this seems like 
a bit of a losing battle 
as scrums are the PS2’s 
speciality, but if you’re 
about to embark on an 
eight man brawl, rapidly 
tap ® early and you 
can make a head start 
on the CPU. Scrums 
also use a power bar to 
determine the level of 
‘push’ you’re given. 


Passing 

A much more cultured 
form of button bashing 
but, due to the rapidity 
at which you have to 
use m and CD to move 
and switch play, still 
button bashing. The 
best route to your 
opponent’s goal posts is 
the wings. Once out to 
the wings, you can use 
Sprint to take off. 


Tackling 

This of course should 
be all about timing. And 
it is. It’s all about timing 
your button bashing. 

The victim of your finger 
rage here is (g) but you 
can obliterate 
opponents with combo 
tackles too, like the 
particularly nasty (and 
neck-breaking) crash 
tackle. Go on, hurt him! 
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dissimilar to a real- 
life game, is that play j $ 
is broken up 

prematurely and after your 

V sixth successive defeat 
| you'll discover that, 

I surprisingly for an EA Sports H 

I game, Rugby requires 

[ patience and plenty of it. 

' Give it time though and a 
free-flowing game emerges with 
interruptions to play becoming V 

notably fewer, leading to exciting and ^ 
high scoring matches. The general ^ 

presentation helps too. Stadia are well 
drawn and the atmospheric background 
noise generates real excitement. Notably, 
Rugby defies the 'Rules of Sports Games’ by 
having a fantastic commentary courtesy of 
emphatic Scot, Bill McClaren. Only his 
frankly bizarre, ‘That tackle gave the 


impression the sky had fallen in," and slightly nonsensical 
‘They’re pitting rucks like rutting stags," seem out of place. 

Due to the pass, run, kick and growl nature of rugby, 
tactics are less pronounced than those in FIFA, but Creative 
Assembly has taken ideas from other EA Sports titles, 
particularly Madden and introduced ‘plays’ to aid defence 
and attack. Although the term will be somewhat alien to 
rugby fans, the ability to organise your forwards and backs 
depending on your position on the pitch or your opposition 
adds a degree of depth. This is further simplified via the 
loading screens where, like Madden, new 'plays’ are detailed, 
giving a foot up in line-outs and scrums. 

Unfortunately, Rugby suffers from one of the traits of 
other EA Sports games - unresponsive controls. During play, 
a frustrating F/FA-style delay appears between pressing the 
button and seeing your move on screen, giving that 
annoying feeling that the move wasn't actually performed by 
you. The way the camera moves is equally appalling, sailing 
from one end of the pitch to the other in an effort to drift 
with the attacking side. Not only does this prove to be 
dizzying, it’s game-affecting too, right to the point where 


you can’t remember which goal 
posts you’re running at. Lesser 
annoyances come in the form of 
only 20 international sides while 
the skill differences between them 
seem nothing short of minuscule. 

The lack of an existing game with which to compare 
Rugby to probably works in the title’s favour, as it's the only 
option for fans to indulge in some console-generated rucks 
and mauls. It will doubtlessly be improved and revamped for 
next season, but currently stands as a decent, if slightly 
infuriating replication of one of the most difficult sports to 
convert to videogame. (TW) 


//Unlike FIFA it’s impossible to fudge it 
thanks to the absence of 'sweet spots’ 
and, it has to be said, impressive Al// 


RUGBY 


Why we’d buy it Why we’d leave it 

- As good a rugby game - Infuriating camera 

as you’ll ever find - Distinct lack of teams 

- Fast free-flowing - No apparent skill levels 

entertaining 

- Officially licensed 

More akin to Madden 
than FIFA in terms of 
approach, Rugby is, for 
the most part, a highly 
successful and 
immensely enjoyable 
take on the sport. 

Graphics 

: Nice stadium detail, fantastic animation 

0B 

Sound 

; Top commentary and atmosphere 

07 IVI7 

Gameplay 

Enjoyable, but loads to learn 

07 Itl/ 

Life span 

Not enough teams 

0E 
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Kicking, passing and the 
like is easily managed by 
a few button presses. 


Obviously you want to try 
to be right in-between the 
bars for a shot like this. 


Winning rucks and scrums is a thumb-hitting test of stamina. 
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Give that throttle an extra push for a quick start which will push you along like a rocket. 


mciTD gp 

After giving us Ridge Racer V, Namco's back in the racing ring, but this time it’s two wheels short. 


Publisher: SCEE Price: £44.99 Players: 1-2 

F rom the opening fast-cut video sequence - all 
blipvert flashes of bikes, blokes strapping 
themselves into rigid leather and spinning 
speedometers - to the slick menu screens, the crispness of 
the presentation will be familiar to anyone who’s ever 
played a Namco game, as Moto GP effortlessly combines 
the appeal of simulation with the thrill of arcade. 

There’s the option to play in widescreen, plus the usual, 
default first-person perspective and a behind-the-racer; 



The draw distance goes way off into the horizon. 


third-person view. But the big surprise is that you can 
choose from five further viewpoints, ranging from camera 
angles that hover around the racer’s ankle to a difficult to 
navigate rear view. 

Gameplay-wise Moto GP features Season, Time Attack, 
multiplayer; Versus and Challenge modes, but in order to 
get a feel for the handling, it's always a good idea to kick off 
with a quick race in Arcade mode. You get the usual 
options: automatic or manual, arcade or simulation-style 
handling, whether you want a kph or mph speed read-out 
and a choice of real-world Superbikes in 125, 250 and 



Matching bike and outfit with ‘go faster’ stripes. 


500cc classes from real-world manufacturers (Yamaha, 
Honda, Suzuki et al). You also get an immediate choice of 
five genuine, real-life Superbike circuits: Motegi, Jerez, 
Suzuka, Paul Ricard and our very own Donington. 

Crisp, full-screen (or widescreen), pop-up free graphics, 
with draw distances as far as the virtual eye can see; this is 
exactly what you wanted. The bikes and riders are 
gorgeously modelled. The trackside detail is commendable; 
the dry brush grass lining Spain’s dusty Jerez course, smoke 
from fireworks being let off in the crowds, row upon row of 
non-identical trailers and flapping flags - these are some of 
the things you won’t notice in Moto GP, but they’re hidden 
in there in glorious detail. 

The replay uses the same game engine, but heat haze, 
shaky camera and subtle lighting effects all are employed to 
bring you the most convincing racing game replays yet. 

There’s no keeping your finger on the accelerator here; 
all the courses have 45 and 90-degree bends that demand 
you brake well in advance. In this respect, Moto GP plays 
like precious few other games. Most racing games make 
concessions to the boy racer in all of us, but here you have 
to learn to love the delights of deceleration, or you won't get 
anywhere. Similarly, it’s crucial to take a sensible racing line. 
Weaving all over the track like some maniacal motorcycle 
courier who’s been overdoing it on the goofballs is not only 
going to lose you the race, it'll make you look really stupid 
in those replays. A fair tip for new players would be to hang 



































Spectacular crashes with those great camera angles play a vital part in the enhanced realism of the replay sequences. 


Now that’s definitely not how to do it correctly. 


Moto GP requires a different cornering discipline to most 
racing games. Here's a guide to getting around the bends. 
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5. When you’re roughly halfway round, 
hit accelerate and resume your 
position on the outside of the track. 


1. When you’re coming up to a bend, 
keep to the outside of the track. Use 
the track map for guidance. 


2. Take your finger off the accelerator 
button as you get nearer - roughly 
around here, as the screenshot shows. 


3. It’s a wise Idea to brake if it’s a 
sharp bend. Especially if you come off 
a straight into the comer. 


4. As you corner, you’ll naturally cross 
over to the other side of the track. 
Keep off the revs here. 


RWuVl 


//It’s all about kudos and rubbing your 
mates’ noses in it when they haven’t 
unlocked that highly prized render // 


back on your first few races and follow the line the leaders 
take - it should pay dividends. 

Get your moto working 

However, the moment you start to accept the way it works, 
the gameplay will click. The way in which you slow down as 
you approach a bend - making sure to keep an eye on the 
circuit map - and then accelerate away, weaving in and out 
of the other racers, is a joy to experience. Moto GP plays 
similarly in the Season mode to how it does in Arcade 
mode, but there are restrictions that you don’t get with the 
quick game. For starters, the choice of bikes is limited 
initially - perhaps a little pointlessly, given that most of 
them are readily available in Arcade mode - and once you 
have chosen your bike, the amount of tinkering and 
tweaking you’ll be able to do to its engines, breaks and 
handling is similarly reigned in. In Arcade mode, you can 
create a super-duper bike quickly and easily with just a 
few metaphorical twists of a virtual spanner 

Nevertheless, it’s the Season mode that most players 
will turn to for their long-term thrills. It’s your usual stuff; 


choose from easy, normal or 
hard settings, then work your 
way up the rankings in order to 
be declared King Of Superbikes 
2001. Usually at the beginning of 
each season, you have to fulfil a 
number of criteria before you can progress. Fail to achieve 
the win conditions, and you’re stuffed. If you perform well, 
and meet the goals, you can choose to continue with your 
current racing team, or defect to the opposition. Yet it’s the 
Challenge mode that’ll prove to be the real long-term draw. 

As is the norm with most Namco games, Moto GP 
features tons of hidden extras - over 50 in fact - from new 
teams, bikes and bikers, to, er, pretty photographs of bikes. 
And bikers. And teams. Not a huge reward, maybe, but it’s 
all about kudos, and rubbing your mates’ noses in it when 
they haven’t unlocked that highly desirable render of 
Tetsuya Harada. Whoever he may be. 

It’s just as well that there is a Challenge mode, though, 
because without it Moto GP would be a disappointingly 
short-lived affair. With only five tracks to speak of, and the 
season mode consisting of three - admittedly increasingly 
tough - seasons, you only have 15 races to play through in 
the basic one-player game. Yes, there are three difficulty 
levels and a Time Attack mode, but with just those five 
tracks you're going to be hard pressed to whip up the 
enthusiasm for extended sessions of time attacking. 


Similarly so with the two-player mode. Although the head to 
head thrills more than make up for the paucity of tracks. 
Another minor niggles is the patchy in-race realism. 

Colliding with a barrier at 150mph sends both bike and 
rider flying across the track, while on the other hand 
clipping the back wheel of another racer does little more 
than cause both bikes to wobble slightly. 

Similarly, if you so much as leave the track for a split 
second, your bike decelerates at such a rate that we can 
only conclude tyres are constructed from Velcro, and 
Superbike race tracks are surrounded by woollen scenery. 

Moto GP is an exhilarating game, but if you’re looking for 
a long-term challenge, you’d be best off choosing GT3. (PR) 

MOTO GP 


Why we’d buy it 

- Gorgeous visuals 

- The handling feels 
spot-on 

- Incredible race replays 

Why we’d leave it 

- Falls halfway between 
simulation and arcade- 
style gameplay 

- Not the most long- 
lasting of games 

Halfway to a racing 
game classic. A few 
more tracks and a little 
more originality in the 
gameplay would have 
made it a much more 
appealing prospect. 

Graphics 

j Crisp, flawless and fast 

00 

07 

ERDIET 

Sound 

Forgettable tunes, but good engine noise 

07 

Gameplay 

1 Fine, once you get to grips with it. 

07 

Life span 

Five tracks, and only a few game modes j 0E 
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“lormed in 1954 by Tokyo-based American 
David Rosen, Sega (or Service Games as 
l _i it was first known) was originally set up 
to import pinball machines and air hockey tables 
to Japan. During the Seventies, the company 
began creating its own products with Combat and 
Sega Gunfight among the earliest arcade 
machines. In 1984, Sega was bought by Japanese 
electronics giant CSK and the golden age began. 
Arcade classics such as Hang On (design guru Yu 
Suzuki's first game), Out Run and Space Harrier 
forged the Sega legend, and over the next 10 
years the company has retained a reputation for 
developing brilliant, innovative coin-ops. 

Sega has been less successful as a home 
console manufacturer Although the Mega Drive 
(1989) was hugely popular, the company’s first 
major machine, The Master System (1985) failed 
to make a dent in the market against Nintendo’s 
Famicom and later the Saturn (1994) lost out to 
the PlayStation despite some excellent games 
(including Virtua Fighter 2, Sega Rally, NiGHTS 
and the ground-breaking RPG Panzer Dragoon 
Saga}. In 1998, Sega launched Dreamcast which 
again featured superlative games ( Crazy Taxi, Jet 
Set Radio, Shenmue, Phantasy Star Online ) and 
boasted revolutionary online gaming capabilities. 
However, the vast majority of consumers opted 
to wait for PlayStation 2’s arrival. 

Sega pulled out of console manufacture 
earlier this year and will now concentrate on 
coin-ops as well as multi-platform console 
games, including a cracking line-up for PS2 ■ 


SNOWBOARDING 

The PS2 slopes are full of cool boarders but 
there's snow doubting the champ - SSX 

STAR WARS 

Starfighter and Bombad Racing are here, Pod 
Racer 2 is on the way. Can you feel the Force? 


4. Daytona USA ( 1994 ) 

The AM2 coin-op that started our 
current love affair with driving 
games. The brash visuals, exciting 
handling and link-up option were 
major elements of its success. 


5. Crazy Taxi ( 1998 ) 

Frantic driving game based around 
picking up cab fares in a San 
Francisco-style city. Inspired a slew 
of Sega drivers including 18 Wheeler 
and Emergency Call Ambulance. 


1. Out Run ( 1986 ) 

YU Suzuki used sun-bleached 
Californian settings, memorable 
music and a distinctly Ferrari-like car 
to create this coin guzzling arcade 
legend. We demand a PS2 update! 


2. Sonic the Hedgehog ( 1991 ) 

Sonic Team’s hyperspeed 2D 
platformer provided a cool answer 
to Mario in the Mega Drive vs SNES 
war. Loads of superb sequels and 
themed offshoots have followed. 


3. Virtua Fighter ( 1993 ) 

The most realistic beat-’em-up 
series ever, boasting highly 
adaptable fighting systems and 
moves based on genuine martial 
arts. The thinking man’s Tekken. 


Responsible for some of the most 
important titles in gaming history, 
to be this good takes AGES. 
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BEST OF 

genre 


•# 

•• 
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5TRR UJRRS: 
5TRRFIGHTER 



Publisher: Activision 
Developer: LucasArts 

The best thing ever to come out 
of Episode One, Starfighter 
captures the look, feel and 
atmosphere of the Star Wars 
universe to perfection. Interstellar 
blasting action on an epic scale, 
its range of ships, weapons and 
missions will have you hooked. 


Graphics 
Sound 
Gameplay 
Life span 


Beautiful spaceships backdrops and FX 09 
Star Wars affects & John Williams score 10 
Addictive and cracking storyline 00 

The Force is strong Endlessly playable 00 
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TlfTlESPLITTERS 



Publisher: Eidos 

Developer: Free Radical Design 

A close rival to Quake III in the 
first-person shooter hall of fame, 
the big difference between the 
two is that TimeSplitters 
concentrates on its one-player 
mode - boasting a huge, time¬ 
travelling adventure with hours 
of frenetic gameplay. 


SHOOT- 

Em-ups 

Shoot-’em-ups have been a mainstay of gaming 
since Space Invaders spluttered out into the arcades 
and home computers of the early Eighties. Now, 
though, things are looking a wee bit better, so here's 
five good reason to lock and load on PS2. 


••• ••• 

•• ••• 

••• 

••• 

••• •• 

••• ••• 


QURKE III: REVOLUTION 



Publisher. Electronic Arts 
Developer: id/BuIHrog 

Not a great deal of lasting 
appeal in single-player, but this 
was designed as a multi-player 
experience and as such is one 
of the greatest shooters ever. 
Superb arenas hold an arsenal 
of outlandish weapons and the 
fragging action never stops. 


Graphics 
Sound 
Gameplay 
Life span 


Never before seen on PS2 
Brooding and spooky. Nice touch 
Great, fast responsive and creamy 
A touch too shallow maybe? 
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Graphics 
Sound 
Gameplay 
Life span 


Fast smooth, detailed and imaginative 
Atmospheric music and sound effects 
Simplistic but thrilling and addictive 
WII be playing for months 


09 

09 

09 

09 
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UNRERL TDURNRfTlENT 



Publisher: Infogrames 
Developer: Epic Games 

Another quality, first-person, 
shoot-’em-up with a satisfyingly 
over-the-top violence and gore 
quotient. Unfortunately, Unreal 
Tournament is let down by a 
stuttering frame rate in multi¬ 
player that pales in comparison 
to Quake Ill's relentless speed. 


ZONE OF THE EN0ER5 



Publisher: Konami 
Developer: KCEJ 

Mechanoid mayhem with a 
welcome touch of soul, courtesy 
of Metal Gear creator Hideo 
Kojima. Combining an absorbing 
storyline with technotastic robot 
carnage, you enter the gigantic 
mech Jehuty to battle for the 
freedom of your people. 


Graphics 
Sound 
Gameplay 
Life span 


Massive, detailed mechs 
Don’t sell your CD collection just yet 
Fast frantic robot-smashing action 
Plenty to do. plenty to see 


09 

07 

09 

09 


09 
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Graphics Perfectly ported from the perky PC 00 
Sound Techno soundtrack and weapon effects 00 
Gameplay As you’d expect, but hints of slowdown 07 
Life span Plenty of options, but bettered by Quake 00 
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r 1 he history of game development within Sony Computer 

Entertainment Europe is a complex and involving tale. The whole 
L- J story would take up its own magazine but, suffice to say, games 
produced under the auspices of SCEE in the UK have been central to the 
success of the PSone and now to the PlayStation 2. SCEE’s involvement with 
games development began when it acquired Psygnosis back in 1994 and, 
after the unprecedented worldwide hit that was the PSone, SCEE has 
expanded considerably since those early days. The following are the SCEE 
studios currently hard at work developing games for your PS2. 





Tie massively successful Formula 1 97 on PSone. 



Wipeout Fusion, futuristic racing nirvana. 


STUDIO LIVERPOOL^ 

This was once Psygnosis, Sony’s most important 
second-party developer, which produced the era- 
defining WipEout series as well as other PSone hits 
like Formula 1 97. SCEE renamed the company 
Studio Liverpool in 1999. Since then, attention has 
been turned to PS2 projects such as the highly- 
successful Formula One 2001 and, of course, the 
hugely anticipated next-gen upgrade of its most 
famous work, WipEout Fusion - which will be 
released this November. 


STUDIO CRJT1DEN ^ 




Dropship promises action-packed war games. 


Another ex-Psygnosis studio that produced Nova 
Storm and Team Buddies for the PSone. Since its 
receipt of PS2 dev kits. Studio Camden has been 
working on the groundbreaking war game Dropship. 
Recent reports suggesting that Studio Camden has 
been merged with Team Soho are off the mark 
both London teams have been moved into the 
same premises but will remain autonomous. 
However Studio Camden may change its name 
since it’s no longer based in Camden. 




Sony’s soccer contender, This Is Football 2002. 


TERITI 5DH0 

At the same time SCEE was acquiring Psygnosis, it 
also had plans to build its own PlayStation game 
development studio from scratch. Team Soho was 
formed in 1994 and its first game was Total NBA 
soon followed by the impressive Porsche 
Challenge. Other PSone games from Team Soho 
include Rapid Racer and the This Is Football series 
- TIF 2002 has just been released for PS2. 
Currently Team Soho is fashioning its forthcoming 
PS2 crime caper The Getaway for a May release. 



Spooky 


platform romp MediEvil on PSone. 



Survival horror adventure Primal on PS2. 



Formed when SCEE acquired part of a company 
named Millennium in 1997 (responsible for, 
among many others, the classic 16-bit 
platformer James Pond\. The new Studio 
Cambridge went on to create the two MediEvil 
games and C-12 for the PSone. Their only PS2 
project in development we have any knowledge 
about is a gothic adventure named Primal 
(which is slated for release in 2002), but you can 
expect more announcements soon. 
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GENRE 


All the fan of the field without any of that running 
about nonsense. Get physical but don’t get sweaty 
with this selection of the top five games for 
armchair athletes. 


Publisher: EA Sports Big 
■ j ' Developer: EA Sports Canada 

Racing meets trick-grabbing 
action in SSX, where speed is 

U one thing but skill with the 
slippery board is just as 
important. Very smooth, very fast 
and with a fantastic two-player 
mode, this is the best 
snowboarding game ever. 


INTERNATIONAL 


Publisher: Konami 
Developer: KCEO 

A faster, more simplistic version 
of the usual ISS realism, this is 
currently the best footie game 
on PS2. However, it’s soon to be 
superseded by the real Konami 
football hero - the next-gen 
update of ISS Pro Evolution that 
is Pro Evolution Soccer. 


NHL 2001 


O.VtUKW 'W' 


Publisher: EA Sports 
Developer: EA Sports Canada 

As with all of EA Sports’ titles, it’s 
the expert TV-style presentation 
that takes the biscuit. Behind all 
the glitz, though, is a hockey 
simulation of supreme depth 
and playability. A fine alternative 
to football with the added 
incentive of fighting. 


ITIRDDEN NFL 2001 


Publisher: EA Sports 
Developer: EA Sports 

They keep coming and they 
keep improving. EA’s latest 
Madden-licensed American 
football game is so 
comprehensive and incredibly 
realistic, both in visuals and 
gameplay, that you’ll wonder 
how they can improve on it. 


Publisher: EA Sports 
Developer: Creative Assembly 

A difficult sport to convert to 
games, Creative Assembly has 
managed it extremely well with 
this first attempt at PS2 rugger. 
Similar to Madden in its sim-like 
approach, this highly playable 
game may convert a few people 
to the sport. 


Football 

Warming up on page 
49 are the two footie 
stars about to take 
the PS2 by storm. 
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Graphics 


Lots of little men running beautifully 


Grand effects but not much more 


Translates a complicated sport well 


As long as your patience 


Graphics 

Closing the gap on FIFA all the time.. 

08 

Sound 

Dreadful commentary 

0B 

Gameplay 

Almost perfect on all levels 

05 

Life span 

Grab a friend and the months disappear 

05 


Graphics 

Detailed and super smooth 

05 

Sound 

23,43,12,32... hup, hup. hup 

0 B 

Gameplay 

More plays than a RSC season 

08 

Life span 

Rou^iiy until the next one comes out 

03 


Graphics 

Clear, well-defined characters 

00 r -i 

Sound 

Every crunch and pipe organ tune 

0B DID 1 

Gameplay 

Always much better than you'd think 

ob luD 

Lifespan 

Again, until the next sequel appears 

07 L J 
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Graphics 

Innovative, ahead of Its time 

09 

Sound 

Superb FX. fantastic music 

0 S 

Gameplay 

Loads to learn, but accessible 

09 

Life span 

Plenty to discover 

0 B 
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THE BEST 
TRRCKS 


WTO 

Japanese developer of classics like Bubble 
Bobble, New Zealand Story and Densha De Go 

THE THIRD PLACE 

According to Sony’s marketing bods, this is the 
alternative zone PS2 occupies. Nab, us neither 



Glare is a challenge in itself on this track. 
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Time to get to the left side of the track before you hit that ultra-sharp right hander. 


Beautiful views but don’t be deceived. This track is as tricky as it is pretty. 



GO T0 

Racing 

The best racing 
games currently 
going hell for leather 
on the PS2 tracks. 
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No time to relax. 
There’s another lap to 
go and your opponent 
is swarming all over 
your bumper. 


GRRN TURISmO 3: R-SPEC 
SWISS RLPS 


Okay, so Special Stage Route 5 II Wet 
provides the greatest challenge to a driver’s 
instincts. And Rome may treat you to the 
best sightseeing opportunities but, for pure 
and unadulterated racing joy, it’s hard to 
beat a showdown on the Swiss Alps track. 


Difficulty Level: 
Course Length: 
Surface: 
Lighting: 
Occurrence in 
Arcade Mode: 


Medium 

3290m 

Dirt 

Bright, blinding sunshine in areas 
Area, Time Attack mode 


Considering its alpine setting, this is a deceptively flat course, but that doesn’t 
mean you’ll always keep all four wheels on the ground. Neither the hardest of 
the rally tracks (that honour goes to Tahiti Maze) nor the easiest (take a bow 
Smokey Mountain), Swiss Alps likes to tease. 

First it flatters your confidence, drawing ecstatic high speed powerslides 
from all but the most joyless of drivers, as you bomb your dust-churning way 
around its generous early corners. But just as you’re feeling pretty good about 
yourself, the track throws a mean, tight little left that can leave you checking 
out the trackside greenery if you’re not careful. It appears behind the bridge, 
and as is the case throughout GT3, success is in finding the correct racing 
line. As you approach the turn, ease off the acceleration slightly and drift 
sideways into the corner; followed by a sharp turn towards its inner edge. Just 
before you hit this clipping point, nudge on the acceleration to maintain 
control and prevent yourself from overshooting into the far side of the corner 
as you exit. Job’s a good ’un. But there’s more, of course. 

After a nice, easy straight, the track gives you a demanding left-right-left. 
The way to subdue this unruly trio is to take the first corner like the one 
above. As you exit, keep left, ease off the gas a touch and take the second 
turn from the inside edge. You can do this because the exit is quite wide 
here, but even so, making short sharp stabs of acceleration will ensure you 
don’t overshoot. From here you can take the last right-hander (again along the 
inner edge) at a fair old lick, easing back on the acceleration as you pass the 
clipping point. Now it’s an easy sprint to the finish line. Perfecting this track 
requires a near-perfect balance of awesome speed and technical flair ■ 




























Merqury City’s skyline makes for a fabulous backdrop to SSX’s most short cut heavy course. 


Smash that sign and hold on to your lunch. 


Blink and you’ll miss the car park short cut. 


TRHCK5 


SSX 

mERQURy cuy 

IT1ELTDOLUN 

SSX doesn’t contain a single duff track, 
every last one of ’em is bursting with thrills 
and challenges. Untracked does provide 
riders with a gobsmacking cherry on their 
snowboarding sundae but it’s Merqury City 
where you get to gorge on the good stuff. 

Location: USA 

Length: 3874m 

Vertical Drop: 1384m 

Of all the tracks in SSX, Merqury City Meltdown has the most short cuts. Hell, 
it even has back up short cuts for riders who miss some of its trickier 
offerings. But anyone can find those, so here are the harder to find of the 
eleven that are carefully hidden away. 



1. Parking the Doughnut 

This one is fantastic. Look for the multi-storey car park, but don’t go around it. 
There’s a gap in the fencing, so go inside. Now power-up a jump to clear the 
barrier at the end of the floor and you'll leap to another roof. At the far end of 
this you’ll need to jump another gap to the next roof, after which position 
yourself quickly and you can grind a narrow pole into the building ahead. On 
the other side there’s another pole that takes you through a large doughnut 
to yet another building. Once through that, veer to the left and there’s just 
one more doughnut pole to grind before this mammoth short cut is done. 


2. Heaven is a Full Pipe 

Okay, so you’re in the park. See that SSX sign? Now ride the bank, smash 
through that and you’ll find yourself coasting along the frozen river towards a 
blocked pipe. Keep going and you'll shatter the obstruction and go deep 
underground. Be careful though, as there are half pipe obstructions, so slalom 
up the walls of the tube to avoid them. Pull this one off and you'll emerge 
beneath the damaged freeway flyover, perfectly positioned for the next treat. 



3. The Tunnel of Love 

Resist rejoining the course. The way ahead may look like a dead end but it’s 
not. There’s a tunnel entrance hidden at the very far end. Enter this and you 
get to play chicken with subway trains and vicious ventilation blades before 
the pipe splits. Go right and you’ll emerge on the final stretch. 


4. (SS)X Marks the Spot 

Short, but breathtaking. Before the final sprint you’ll see another SSX sign 
between two buildings on the right. Smash through and leap off the edge of 
the building. Below, but out of sight, is a narrow pole. If you hit this you can 
grind down to a red ramp that will launch you towards the finishing line with 
salopette-soiling velocity. How’s that for a board meeting? ■ 
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IB liTi 


On the edge? The only way is down... 


PlayStation 2 











PlayStation 2 



Half way up the pack. Look ahead and behind... 




Total: 01:17.66 


The Freeway 
sections are 
great 

opportunities to 
exact revenge a 
la power up. 




If it’s made of glass, chances are you can crash on through it to a fantastic short cut. 


See that barrier 
ahead? Forget it. 
Head left through 
a sneaky short cut 
corner and use 
the huge ramp to 
sail up and over 
the opposition. 


Use those power-ups wisely and you’ll be leading the pack in no time. 


RUfTlBLE RRCING 
CRR GO 


As you would imagine from a racer that 
encourages Tony Hawk's style trick-pulling 
in cars, Rumble Racing boasts some of the 
most amazing tracks ever devised. 

Selecting the best isn’t easy. And yet, for a 
perfect balance of speed, short-cuts and 
power-ups, there’s really only one choice. 

Location: Docks Area 

Length: Not nearly long enough 

Special Feature: Stunt ramp over docked submarine 

Given the bunch of automotive reprobates clustered around you on the 
starting grid, you’d be right in assuming this isn't going to be a clean race. To 
the left is a small ramp and, if you’re going to sprint ahead and collect the 
best of the power-ups, you need to zoom over this. So when the race begins 
shunt any cars between you and it out of the way. Performing a quick barrel 
roll off the ramp will give you a crucial early boost. Ignore the direction arrows 
pointing left. 

Ahead there is an even bigger ramp. Take this and you can easily pull off 
a forward spin and roll before you touch down, just before a big glass wall 
which is positioned between two rows of arrows. Smash though this and, 
while your opponents race around like lemons, you’ll be driving a long, gentle 
slope to yet another boost-enhancing jump. 

After the tight left you’ll see the recommended route to the left. But you’re 
going to smash through those Rumble Racing barriers directly ahead aren't 
you? Do that and you’ll speed over three consecutive ramps (the last over a 
submarine) that give you huge stunt-pulling potential. The last of these will 
send you hurtling through another glass wall and into another short cut-filled 
area with mini ramps. You’ll eventually rejoin the regular track from above. 
Performing a quick roll before touchdown will ensure you stay ahead of the 
pack (if they’re anywhere in sight). 

Another left and you find yourself racing through corridors of shipping 
containers. The regular route is to the right, but you want to take the middle 
corridor because it contains the twin delights of a ramp and a power-up. 

After the second corridor section, veer left and take the passageway 
containing yet another power-up. The walled road that follows this is a perfect 
time for opponents to nobble you, so look in the rear view and deploy some 
pre-emptive wickedness of your own. If another car does overtake, there's 
one more power-up selection on the dual carriageway before the final run. 
Even the odds, if need be, and cruise on over the finish line. Now there are 
just two more laps to go... ■ 
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analysis of PS2, month in, month out. Want to 
save money with an 0PS2 subscription?Turn to 
page 128. Want to win a free subscription to 
the mag?Then turn to our compo on page 13. 

Oh, and we musn’t forget our good selves, 
the sexy 0PS2 Special Edition, providing the 
ultimate in PS2 knowledge. Next issue we’re a 
Player's Guide crammed with all the best tips 
for all the best PS2 games. Can't be bad. 


Shameless self-promotion? It’s a fair cop, guv. 
But it does stand to reason that if you own the 
finest entertainment system in the known 
universe, you’re also going to want the bestest 
PS2 mag on the planet - and the only one to 
give you exclusive playable demos every issue. 

That of course, is our sister mag. the UK’s 
Official PlayStation 2 Magazine, which boasts 
the most comprehensive info and honest 


THE UNDEAD 


These naughty monsters are a staple of PS2 
gaming from Code: Veronica to Silent Hill 2 


PS2 , s Universal Serial Bus port that enables 
connectivity with keyboards, light guns, etc 


fTIRGRZINE l 

PROFILE 



The mags that 
document the 
world of PS2, 
and you, the 
guys who read 
all about it. 



RERDER 

PROFILE 

Take a look at the photofit. Have you seen this man? 
Do not approach him under any circumstances... 


■ Gender: Male 

■ Age: 22 years and 11 months 

■ Employment status: Full-time employment 

■ Personal income: £14,827 per annum 

■ Occupation: Skilled worker/trader 

■ Reasons for buying a PS2: Mainly to play 
games but occasionally to watch DVDs. 

■ Average time spent reading OPS2 
Magazine: Two hours and 50 minutes 

■ Favourite member of S-Club 7: Bradley 

The details above are taken from the results of a 
readership survey for 0PS2 Magazine (one of the 


categories is made up, see if you can guess 
which). The product of thousands of entries, the 
answers therein have been compiled to show 
the composite average reader of the mag. 

If this Average Reader profile and the scary 
photofit matches you exactly, then write in with 
your picture to win a special prize: such as a 
brown paper bag to be worn over the head, or 
maybe a one-way ticket to an empty hut in the 
foothills of the Himalayas. If the profile is 
absolutely nothing like you, then make sure you 
take part in the next survey and prove all the 
marketing bods wrong. 


























VAMPIRES 

Nosferatu have starred in numerous games 
from Castievania to PS2’s Soul Reaver 2 

VERONICA 

The mystery project behind the sinister events 
in Code: Veronica. What is it? We’re not telling... 


THE BEST 
VEHICLES 

Somebody once said that it’s better to travel hopefully than to arrive. 
Taking a look at this collection of ass-kicking modes of transport, you’d 
have to agree. Whether you like four wheels, two wheels or a large, 
weapon-dripping robotic exoskeleton, the PS2 supplies the finest ways of 
getting lost in the moment on route from A to B. 




customize 
^ board 


Snowboard - Foot Long Wiener 

(As seen in SSX) 

Not so much a vehicle as a gaudy, waxed plank, the Hot 
Dog board is the only way to get from the top of a 
mountain to the bottom, while indulging in Canadian Back 
Bacon Airs, Filet O’Stalefish and Skinned Flying Squirrels 
as you go. Long boards are superb if speed is your only 
goal, but for insane trick pulling you need a stunt board 
like ol’ Wiener here. The smaller dimensions make slope- 
based vert sessions a piece of cake. You won’t break any 
speed records, but you’ll be far too busy showing your 
v knowledge of fancy stunts off to care about that. 


Car - Dodge Viper GTS-R 

(As seen in Gran Turismo 3: A-spec) 

Just how super do you like your super cars? The Nissan 
Skyline and Mitsubishi Evo are perennial GT favourites but 
let’s face it, for all their mechanical prowess they lack 
something And that is the loud, selfishly horse-powered, 
testosterone-fuelled melodrama that only the Americans 
know how to deliver. The Viper GTS packs double the 
Evo’s horsepower under its serpent-eyed hood and looks 
like its breaking every speed limit known to man just 
sitting at a red. Unashamedly from the WWF school of 
muscle car design, this can be a bit of an animal to 
control. Just how we like it. So keep your Jaguar XJ220 
and your Pagani Zonda. While they’re looking at their 
pretty reflections in the showroom window, we'll be 
v halfway round the track. Laughing in terror. 


Spaceship - The Sith Infiltrator 

(As seen in Star Wars: Starfighterj 
Why is it so good to be bad? Who wants to pootle around a 
galaxy far, far away in a bright yellow Naboo N-l Tighter 
looking quite literally, like a lemon, when you can unlock 
S. Darth Maul’s bad as you like Sith Infiltrator? Not us, 


that’s for sure and we’re positive you feel the same. So fast 
it can out run its own missiles, the Infiltrator also has those 
all-important Tie Fighter looks that will have enemies soiling 
their Federation grudders in under a parsec. Mean, moody 
and indisputable proof that you know Starfighter inside out. 
Test drive one today. Go on, you know you want it. 










THE BEST VEHICLES 



Bike - G-6155 Interceptor 

(As seen in Spy Hunter] 

Boasting the kind of monster-width tyres 
that wouldn’t look out of place in Judge 
Dredd's garage, the G-6155 Interceptor is 
actually the Emergency Extraction variant 
of Spy Hunter's unbelievably gadget-filled 
car/boat/bike/jetbike fusion vehicle. 

Coming in two delightful shades 
(espionage silver and, later in the game, 
gun metal black), this machine-gun 
equipped super bike goes like 
stink and handily transforms 
into a Sea-Doo when it hits 
water. Pity the fool who 
tries to cut you up in this 
arsenal-assisted pocket 
rocket monster. 



Mech - Jehuty Orbital Frame 

(As seen in Zone Of The Enders] 

From Ring of Red to Armoured Core 2, it seems like more and 
more PS2 people are part exchanging their cars, bikes and 
planes for something a little different. Something a little more 
in the lines of a munitions-stuffed giant robot suit. Well, if 
you’re in the market for one of those, look no further than 
ZOEs own Jehuty Orbital Frame. Looking like a million dollars, it 
actually costs a damn sight more and comes with both long and 
short range energy attacks that compliment its dizzying top speed and hovering 
capability. It even has a friendly onboard computer called ADA, who’ll talk you 
through the finer points of mech flight/combat/avoiding agonising incineration, 
v Want one? Thought so. Cheap at half the price and just one careful owner... 


Plane - Silver UFO 

(As seen in Sky Odysseyl 

Open up either of the two UFOs in adventure-based flight 
sim Sky Odyssey and you may begin to wonder where 
the developers got their technical information. From the 
moment it lifts off, this brushed chrome flying saucer 
handles exactly how you would imagine. It glides, it 
slides, it dips turns and loops with unerringly otherworldy 
ease. In short, it’s fantastic. There is a gold variant on this 
retro sci-fi ride but, frankly it looks a bit tacky. Keep it 
real (sort of) and soar through the friendly skies in your 
very own flying hub cap. 







VOICE 

RECOGNITION 


The art of telling your 
PlayStation 2 where to go. 


r lentient computers are sci-fi staples. No 

starship captain worth their salt would ever 
l _i deign to pilot a craft that couldn’t understand 
when you were telling it to prepare the shields. 
Controlling your computer with a keyboard or a joypad 
is just so last century. 

Back in real life, the dream of computer voice 
recognition, as touted by so many sci-fi serials, is still 
only in its infancy. A satisfactory voice-activated word 
processor, for instance, would change lives forever, yet 
programs of this kind released so far are still way too 
basic to be workable. In the world of PlayStation 2, 
where games function around a limited set of 
commands anyway, voice recognition control is a much 
more attainable goal. In fact, a console game has 
already implemented effective voice recognition control 
- Seaman. Released for the Dreamcast in the US and 
Japan, it’s a bizarre pet simulator, which actually allows 
for rudimentary communication between you and your 
evolving fish-man-type-thing via a microphone 
peripheral. The original Seaman and a sequel with 
perhaps the best game name ever, Crazy Pet-Doctor's 
Experiment Island: The Forbidden Seaman, are both 
coming to PS2. 

The company behind Seaman’s voice recognition 
technology is a specialist in the field named Lermout & 
Hauspie. L&H has already been collared by Sony to 
provide middleware to other PS2 developers interested 
in including this feature, and there seems to be plenty 
of take-up. The most important forthcoming PS2 title to 
use voice recognition will be Sony’s squad-based 
shooter SOCOM: US Navy Seals. The nature of the game 
makes it desirable to order Al-controlled colleagues 
around, while operating your own character 
simultaneously with the joypad. With heavyweights like 



I ’ 

11000110001011 

I'VM 4svy\« a« *1 r» • « « « /yv 


«' • -rTV-K .i,. ^ 
yVi 


J011010000100000011100000010000001000011 




MGSZs Hideo Kojima and Resident Evil's Shinji Mikami 
also expressing an interest in voice recognition, it seems 
that we’ll all soon be talking back to our PS2s ■ 


ITS GOOD TO TRLK 


Vox rocks with these PS2 games containing voice recognition. 


Greatest Striker 

The Japanese version of useless footy sim 
International League Soccer included a 
microphone and headset with a range of 50 
commands you could scream at your players. 
A good case study in why action games 
should probably stick to the joypad. 


Dream Audition 

Being a strange Japanese Karaoke sim, 
Dream Audition doesn’t actually recognise 
words, but it does recognise musical pitch 
and marks your performance of assorted 
J-pop classics accordingly. There could be 
something in this, y’know. 


SOCOM: US Navy Seals 

Set to be the most advanced voice 
recognition game yet on its release in the 
spring, SOCOM: US Navy Seals will offer 
customisable voice commands in order to 
negotiate what could be an otherwise 
cumbersome interface. 


Seaman 

Sega’s insane virtual pet simulator starring a 
grumpy manfish was a massive Dreamcast hit 
and, the great new is, it’s swimming onto PS2 
this November (in Japan). The best voice 
recognition game yet seen it’s a bizarre, 
funny and surprisingly compulsive experience. 









































□N THE UJRRPRTH 


Virtual heroics with our chaps on the frontline. 


The classic futuristic racer is turbo-boosting 
onto PS2 as the glorious WipEout Fusion 


WrestJemania hits PS2 with WWF Smackdown! 
‘Just Bring NT, the latest in the best-seSng series 


UJRR 

Wad Huh! What is it good for? 

T a “1 n the old days, if you wanted to play 
| war you had to either run around a 
l. _j field with a stick making machine gun 
noises, or you played the Escape From Colditz 
board game until you lost all the pieces. 

Thankfully, videogaming changed all that with 
combat veterans like Green Beret and Cannon 
Fodder allowing you to wage virtual war from 
the comfort of the living room. PC classic 
Hidden and Dangerous led the charge for the 
modern breed of war games and with PS2 
enabling even greater depth and realism, the 
latest platoon of war boys being sent to the 
front will be the deadliest yet ■ 
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WIPEOUT 


WWF SMACKDOWN! 



Medal Of Honor: Frontline 

Publisher: Electronic Arts 
Release: 2002 

The third game in the hugely successful 
Medal Of Honor series has you, Lt. Jimmy 
Patterson, sent into occupied territory to steal 
the prototype HO-IX aircraft. 

Gameplay remains fairly faithful to the 
original as, in essence, this is a pure first- 
person gaming experience. Tactics and 
strategic planning play an important role, 
however, and you’ll soon end up in the 
enemy’s clutches if you just pile in all guns 
blazing. Split up into five levels each 
containing five missions, all the game’s tasks 
are loosely based on actual World War II 
events and locations to provide that 
important sense of realism. 


Commandos 2: Men Of Courage 

Publisher: Eidos Interactive 
Release: Early 2002 

A real-time strategy game set during WWIII, 
Commandos 2 features a crack squad of 
soldiers who must complete a series of epic 
rescue missions. Don’t let that RTS tag put 
you off, because this is so much more fluid 
and action-packed than the usual strategy 
malarkey that it’s almost in a genre of its own. 

Depending on the mission, you control up 
to eight characters, all with differing abilities 
such as hand-to-hand fighting and long-range 
sniping, the trick is to assign the right people 
to the right job. Using an old skool isometric 
view, expect a return to something like the 
classic squad-based gameplay of the 
legendary Cannon Fodder. 


Prisoner Of War 

Publisher: Codemasters 
Release: 2002 

Taking inspiration from classic POW films like 
The Great Escape and The Colditz Story, 
Prisoner Of War will let you indulge in all the 
fantasises of heroism, stiff-upper-lippery and 
emptying-soil-down-trouser-legs that those 
movies inspired. 

As a lone British officer imprisoned in the 
notorious ‘escape proof Camp Colditz, you 
must employ all your courage and cunning to 
escape the Nazi stronghold. With the focus on 
creating a suspenseful atmosphere and 
painstaking realism, there will be no weapons 
for you to fall back on - only inherent skills 
such as athleticism, linguistics and stealth will 
enable you to escape to victory. 


Hidden and Dangerous 2 

Publisher: Take 2 
Release: October 

Another mission-based tactical shooter based 
on events surrounding WWII may not sound 
too exciting, but it’s worth remembering that 
on its release two years ago, the first Hidden 
And Dangerous game set the standard for all 
the war games that have followed. 

The sequel follows Special Forces 
operative Gary Bristol as he takes on daring 
missions across the globe. According to the 
producer Andy Moriey, “Unlike in H&D1 where 
the structure was mission after mission, H&D2 
has a strong story running through it. There’ll 
be NPCs and more relationships between 
characters than before. H&D2 is more akin to 
the experience of Metal Gear Solid 2” 
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THE BEST 
WERP0N5 

In the fickle world of virtual death delivery there’s a 
constant demand for new and exciting ways to kick, stun, 
mangle, poison and vaporise the living daylights out of 
anything that moves. To this end we present a selection 
from the PS2’s very own illustrious Hall Of Pain. 





Exhibit A: The Mercury Bow 

On/’s imaginative arsenal is blessed with a number of eye-watering morgue 
invites. The Van Der Graaf Pistol is shocking. The Scram Cannon is even more 
painful than it sounds. But for unbridled wincing the winner has to be the 
Mercury Bow. Found in the latter stages of the game, this hand held, virtually 
silent weapon fires a sliver of frozen mercury into the body of an enemy. The 
toxic metal melts instantly and it’s bye bye bad guy. 


Exhibit B: The Redeemer Missile 

This vicious little puppy can be found in the gory catacombs of Unreal 
Tournament and represents the latest in anti-social hardware. Its primary 
function is to launch a modestly proportioned nuclear missile at the object of 
your ire. However, its secondary function is much more fun, launching a first- 
person guided projectile that you can chase adversaries around corners with. 
Just close your eyes and imagine the unadulterated fun you can have with 
that. Scream cheese! 


Exhibit C: 

The Shotgun 

When used in Quake III 
Revolution, there are few 
more satisfying ways to 
despatch an opponent 
than with a simple 
shotgun. Okay, so maybe 
it doesn’t boast the 
fastest reload time and it 
isn’t as terrifyingly sci-fi 
as the BFG 10K or the 
Lightning Gun, but take 
this bad boy into a close 
range fight and you’ll be 
virtually unstoppable. A 
superb piece of low-fi 
weaponry that, in the 
‘right’ hands, is capable 
of winning battles time 
and time again. Nice. 


inventory mode 


mm-. 


Exhibit D:The Rail Driver 

No, not someone who drives a train. This Red Faction weapon fires a single 
bolt of blue death that absolutely guarantee a speedy sayonara to whomever 
it strikes. The Rail Driver is very slow to reload but comes with a superb 
feature that more than compensates. An infrared sight that enables you to 
see and therefore fire at your adversary through walls. They won’t have a 
clue what's hit them... 


Exhibit E:The Atomic Toaster 

Not immediately frightening in its dormant state, MDK2: Armageddon’s 
Atomic Toaster is a lethal weapon in the hands of resident boffin/basket 
case Dr Hawkins. Combines with baguettes to create a Guided Toast Missile, 
with a regular loaf to create the terrifying Atomic Toast Projectile and with 
any spare pumpernickel bread to unleash a deeply unpleasant Dry Toast 
Mortar effect. Breakfast will never be the same again. 
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XENOSAGA 


JL ^ ^ V f Ki — 

PS2 sequel to epic PSone RPG Xenogears . Out 
next year in Japan, we demand a UK release! 


X-MEN 


The mutants will be fighting evil on PS2 with a 
Wolverine stealth adventure and an X-Men RPG 
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EXTREmE 




XTREfTlE! 

Hold on to your Kangol hats, it’s the rise and rise of extreme sports gaming, dudes. 


r^^nxtreme sports are now more popular 
|» than ever thanks to the increasing profile 
l j of the annual X-games event and the 

emergence of superstars such as skateboarder 
Tony Hawk and snowboarder Shaun Palmer. The 
PSone positioned itself as the platform for 
extreme sports games and reaped the benefit as 
Neversoft’s era-defining Tony Hawk’s 
Skateboarding shifted by the truckload. Now 
everyone wants in. Activision has created its own 
extreme sports brand, 02, and has chosen 
leading athletes in each extreme discipline - 
snowboarder Shaun Palmer, BMX legend Matt 
Hoffman, wakeboarder Shaun Murray and surfing 
champ Kelly Slater - to front Tony Hawk's- style 
games. EA Sports Big is running with the success 
of its fantasy snowboarding title SSX and now 
every publisher wants its own extreme sports 
franchise. On PS2 the choice for adrenalin-heads 
is greater than ever 




UJHTER5PDRT5 

No-one has ever managed to produce an adequate 
surfing game, the terrible H30 Surfing being a case 
in point. Kelly Slater’s Pro Surfer will aim to change 
all that. Meanwhile Rainbow Studio’s marvellous 
Splashdown is looking to popularise the Sea-Doo as 
opposed to the Jet-Ski (represented by Eidos’ 
forthcoming Wave Riders ). Also, cross waterskiing 
with snowboarding and you get Shaun Murray's Pro 
Wakeboarder, the fifth in Activision’s 02 series, 
coming next year 



SKRTEBORRDING 

Tony Hawk's Pro Skater 3 will be back to reclaim its 
extreme sports crown in late November; touting all- 
new arenas and online play. Meanwhile, Konami’s 
more prosaic ESPN X-Games Pro Skateboarding is 
already in the shops and we should expect a sequel 
to the respected Thrasher: Skate And Destroy 
sometime in 2002. For a more fantastical take on 
boarding Criterion’s hoverboarding Airblade is 
shaping up to be a must-have title. 



SNOUJBDRRDING 

Although it doesn’t adhere to the rules of the piste 
down at Lake Tahoe, SSX is a psychedelic boarding 
marvel (and some say the best PS2 game full stop). 
Sequel SSX Tricky will offer more of the same before 
Christmas. Shaun PalmeTs Pro Snowboarder takes 
Tony Hawk’s game mechanics to the slopes in 
December while Konami will reply with the wintry 
wing of its X-Games franchise next year Also look 
out for THQ’s Dark Summit a kind of goth SSX. 


SSX Tricky (Above) Shaun Palmer's Pro Boarder (Below). 



ITI0TDCRD5S 

Two ostensibly similar and enjoyable dirtbike 
games are both on the market. MX 2002 Featuring 
Ricky Carmichael is a marginally more arcade-style 
take on MX Rider. Soon to join them will be a new 
Jeremy McGrath Motocross game. 




Bmx 

It’s a wheel to wheel battle in this category 
between Z-Axis’ quality biker Dave Mirra Freestyle 
BMX 2 (already released) and Mat Hoffman’s Pro 
BMX 2 due early next year. Who wins the ride-off 
between the BMX bandits? You decide. 

















Impress your friends!’ 


your own games! 


ou're probably wondering what the heck Yabasic is all 


acronym for Beginner's All-purpose 


Symbolic Instruction Code). PS2 Yabasic is a beautiful thing 


about. Well, on the free demo CD that came bundled 


with your PlayStation 2, Is a 


hidden-away utility that 


because it’s the first step towards designing videogames for a 


STEP TWO: CREATING IMAGES 


In this first step along the road to making a ‘proper’ game, well draw a simple animated 
backdrop and stick a static spacecraft over the top. This example shows ‘double-buffered 
animation' - a common technique used for creating smooth animation by basically quickly 


swapping a displayed frame with a ‘hidden’ frame that we’ve already prepared. 


Presently, three objects are being drawn. First, the sky is drawn from two lots of 
‘GTRIANGLE’ commands, using ‘Gouraud’ shading. The mountain range is drawn 
as a number of rectangles for each frame, and we then shift the heights to give the illusion 
of movement. Finally, the player’s craft is drawn using three triangles with the thruster 


made to flash simply by choosing a random value for its red colour component. 
For a bit of fun, try playing around with the variables for the colours (SETRGE 


shape of the craft (FILL TRIANGLE). 


THE CODE 


IF mountain(41) < 300 THEN mountain(41) 


OPEN WINDOW 640,512 


300 ENDIF 


SETRGB 1,120,80,0 


mountain(t) = mountain(t+l) 


DIM mountain(41) 


FILL RECTANGLE (t-l)*16,mountain(t) TO 


mountain(t) = 400 


STEP ONE: CREATING TEXT 


The following is a simple program that prints “PlayStation 2 Roolz!" on the screen and 


LABEL framestart 


SETRGB 1,128,128,128 


allows you to move the words around the screen using the Dual Shock 2 D-pad. When you 


SETDRAWBUF draw 


FILL TRIANGLE plx+10,plyTO plx+64,ply TO 


have it working, try altering the SETRGB settings (lines 80, 90,100,120) to affect the 


background colours and change the text in line 160 to anything you like. Get typing! 


SETRGB 1,80,80,80 


FILL TRIANGLE plx+10,ply TO plx+64,ply TO 


SETRGB 1,64,16,0 


• Check out the Back To Basic column in the Official PlayStation 2 Magazine every month 


SETRGB 2,64,16,0 


plx,ply+10 


for new Yabasic programs, hints and tips. 


SETRGB 1,128+RAN(128),0,0 


SETRGB 3,0,0,255 


FILL TRIANGLE plx,ply TO plx-30,ply TO plx- 


GTRIANGLE 640,512 TO 0,512 TO 0,0 


THE CODE 


SETRGB 2,0,0,255 


10 OPEN WINDOW 640, 512 


180 REM Player Controls 


GTRIANGLE 640,512 TO 0,0 TO 640,0 


190 c = PEEKf'portl’’) 


REM — End of frame 


200 IF AND(c,16) = 16 THEN ply = ply - 5 


SETDISPBUF draw 


REM —- Draw mountain 


mountain(41) - mountain(40)+(RAN(12)-6) 


ENDIF 


IF mountain(41) > 500 THEN mountain(41) GOTO framestart 


50 LABEL framestart 


60 SETDRAWBUF draw 


ENDIF 


500 ENDIF 


220 IF AND(C,128) <> 0 THEN plx = plx - 5 


70 REM Gouraud Shading 


80 SETRGB 1, 640, 160, 0 


ENDIF 


90 SETRGB 2, 640, 160, 0 


100 SETRGB 3, 100, 0, 255 


240 IF ply < 30 THEN ply = 30 ENDIF 


110 GTRIANGLE 640, 512 TO 0, 512 TO 0,0 
120 SETRGB 2,100, 0, 255 
130 GTRIANGLE 640, 512 TO 0, 0 TO 640, 0 
140 REM Moving Words 
150 SETRGB 1, 0, 0, 0 


250 IF ply > 500 THEN ply = 500 El 
260 IF plx < 0 THEN plx = 0 ENDIF 
270 IF plx > 580 THEN plx = 580 El 
280 SETDISPBUF draw 


160 TEXTS = "PlayStation 2 Roolz!” 


300 GOTO framestart 


President of Polyphony Digital, lover of fast 
cars and, oh yeah, creator of Gran 71 irismo 


YU SUZUKI 


Okay, this should be under S but Sega’s design 
guru likes to be known by his first name. Ahem 


Write messages and 
leave them on screen to 
delight passers-by. 
Nothing rude, mind. 


It's like Defender never 
happened... Official 
PlayStation 2’s Yabasic 
game takes shape. 


compatible keyboard and you 

can 

i immediately start making your i 

essential part of every programmer's job. Everyone has to 

start 






own silly puzzles, colourful screen 

-savers and mini-games usini 

l ' 

somewhere and who knows, in 

i a couple of years you could be 






the PS2 version of the popular 

computer programming language | 

part of the team creating the next Tomb Raider or Gran Turismo. 














Next month get ready for a tips orgy as we present ail the hints, cheats and 
walkthroughs for all the best PlayStation 2 games, including: 

■ Gran Turismo 3 A-spec - The Official Guide to the best driving simulation ever made 

■ Tekken Tag Tournament - All the fighters and all their best moves unleashed 

■ Ridge Racer V- Drive like a maniac with our guide to all the motors and tracks 

■ Resident Evil Code: Veronica X - A full blood-curdling walkthrough to the survival horror epic 

■ SSX - Every boarder, every trick and a phat guide to all the courses and short cuts 

■ Crazy Taxi - Earn more money than sense with our taxi tips and Crazy Box guide 

■ Star Wars: Starfighter - Forget the Force, use our tips to become the best pilot in the starfleet 

■ Quake III - Frag like a good ‘un thanks to our mammoth weapons and arenas guide 

Plus! Codes for over 100 PS2 games and, you guessed it, tons more! 
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DID YOU KNOW? Your sort code and account number are printed on any of 
your cheques, so you can find them there. 

Instruction to your Bank or Building Society to pay Direct Debits. 

Originator’s Identification Number 

ratal hi 

Future Publishing Ltd. Please send this form to address shown 

Cary Court Somerton. 

Somerset TA11 6BR 



<3> 

DIRECT 

Debit 


1. Name and full postal address of your Bank or Building Society branch 


To: The Manager 


Address 


.Bank/Building Society 


Postcode. 


2. Name(s) of 
account holder(s) 

3. Branch sort code (from the 

top right hand corner of your cheque) 

4. Bank or Building Society 
account number 

5. Instruction to your Bank or Building Society 

Please pay Future Publishing Direct Debits from the account detailed on this Instruction subject 
to the safeguards assured by the Direct Debit Guarantee. I understand that this instruction may 
remain with Future Publishing and if so, details will be passed electronically to my bank or 
building society. 

Signature(s)_Date_ 

Ref No (office use only)_ 

Banks and Building Societies may not accept Direct Debit Instructions for some types of account. 

You may photocopy this blank form and then complete It 
You cannot fax or email Direct Debit forms. 

2. CHEQUE/CREDIT CARD - SIX ISSUES 

□ UK £26.95 - save 10% U Europe (includingIreland) £36.95 

□ North America £36.95 □ Rest of the world £46.95 

I I Cheque (£s sterling drawn on a UK bank account payable to Official PlayStation 2 Magazine) 

□ MasterCard □ Visa Q Switch Issue no/valid date_ 

Card no cm] DDDD DPI 1 ] DDL 1 ] Dl I ID 

Expiry date I 1 1 / 1 II I Tick if you don’t wish to receive mail from other companies I I 

Signature_Date_ 

SEND TO: OFFICIAL PS2 SUBSCRIPTIONS 

UK: Future Publishing, FREEPOST BS4900, Somerton, Somerset TA11 6BR 

OVERSEAS: Future Publishing, Cary Court, Somerton, Somerset TA11 6TB, UK 

□ Tick if you do not wish to receive information about special promotions 


□□□□□□ 


5FN 



% 


With an OPS2 subscription you can 
get six issues at just £4.50* each 

*0ffer applies to UK residents only 


HOW DO I SUBSCRIBE? 

Call our hotline 

Ring 0870 444 8656 quoting Order Code: PLT5P1 
Line open 24 hours, seven days a week 
Overseas readers call +44 870 444 8656 

Or complete the form and return to: 

UK: Official PlayStation 2 Magazine, Future Publishing FREEPOST 
BS4900, Somerton, Somerset TA11 6BR 
Overseas: Official PlayStation 2 Magazine, Future Publishing Cary 
Court, Somerton, Somerset TA11 6TB UK 

Or subscribe online at: 

www.futurenet.com/promotion/pg011/113 



Order Code: | pltspT 


Closing date: 06/11/2001 


















































SPECIRL SUBSCRIPTION OFFER 



There are a million worlds of emotion out there. 
Subscribe via Direct Debit and you’ll visit them every month. 

PlayStation«2 

/ OFFICIAL MAGAZINE-UK 

DON’T MISS OUT! SUBSCRIBE TO OPS2 VIA DIRECT DEBIT AND 
YOU’RE GUARANTEED TO RECEIVE THE ONLY MAGAZINE WITH 
A PLAYABLE DVD, DELIVERED STRAIGHT TO YOUR DOOR! 

Other magazines let you watch. PlayStation^? lets you play. 
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Game images: The Getaway © SCEE; Project Eden © Core Design; Oni © Take 2 Interactive; Knockout Kings 2001 © Electronic Arts Inc; Dead Or Alive 2 © Tecmo Inc; Onimusha 
© Capcom Co Ltd; ISS Pro Evolution © Konami; Aqua Aqua: Wetrix 2.0 © Zed Two; FI Championship Season 2000 © Electronic Arts Inc. ALL RIGHTS RESERVED 2001. 












































I feel that there are many wonderful elements in thfe new 
^entertainment world crewed by PlayStation 2.1 wanted to 
convey this feelihg through the prt>duct’s»design. In the 
same sense that this*new entertainment world is created 
from nothing, I imagined the black areas to be space and 
the new world to be formed from it. The idea of life and 
birth here on earth is represented in the graduations of 


* blue, because I imagined life being born from the oceans, 

. ▲ 

Teiyu Goto on his unique influences for the PS2 design. w m 


The universe yawns with the spirit of PS2. New 
worlds are created within it. Connect to the cosmos. 
Surrender to your wildest dreams. Or something... 
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Bloody Roar 3 £31.99 

Code Veronica X £34.99 

Crazy Taxi £32.99 

Devil May Cry £33.99 

Extermination £34.99 

FI 2001 £34.99 

Grand Theft Auto 3 £33.99 

Gran Turismo 3 £32.99 

Metal Gear Solid 2 £37.99 

Music Generator 2 £31.99 

Oni £32.99 

Onimusha £35.99 

Quake 3 Revolution £34.99 

Red Faction £33.99 

Ridge Racer V £29.99 

Rugby 2001 £29.99 

Shadow of Memories £32.99 

Silent Hill 2 £35.99 

SSX £33.99 

Star Wars Starfighter £32.99 

Tekken Tag £33.99 

The Bouncer £35.99 

Time Splitters £33.99 

Tony Hawk's 3 £35.99 

WWF Smackdown £36.99 

ZOE £31.99, 

+ many more! 
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AAA Bundle: PS2 Console, Gran 
Turismo 3, Onimusha, Two Dual 
Shock 2's and an Official 
Memory card... all for £359.99 
you save £50!!! 

PS2 Console £249.99 

Dual Shock 2 £18.99 

PS2 Memory Card £23.99 

PVD Region X £15.99 

+ many more accessories >/ 


Item Description 


Price 


name: 
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postcode: 
email: 
tel: 

Payment by: card/cheque/postal order 
card no: 

expiry Date: issue no: 
signature: 

we are: Simplygames.com, 288 Chase Road, London N14 6HF (info@simplygames.com) 

we accept: Switch, Solo, Visa & MasterCard, (please note: we can only send orders by 
Card to the registered Cardholder's address) 

Cheques & Postal Orders payable to: simplygames.com ltd PS21 










(postage is £1.50 per game or P<&P 
accessory and £4.50 . i 

per console or bundle) ' OTQI 




/Amazing Prices at 

www. si rrplygames. com 


Britain's Best Online Games Store! 

www. sirrplygarres. com 


Tell us how you found us! Name this mag when 
you register online to earn 25 Loyalty Points for 
your new account - offer ends November 25th 
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THE SMASH HIT FROM JAPAN 
NOW TAKING THE WEST BY STORM 


"...could well become the best boxing title 
on PS2. The basic game is a blinder" P2 Magazine 


"offers something new to the genre and must be 
duly applauded" Official PS2 Magazine 
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